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Avalon Hill Philosophy Part 41 



SPARTAN INTERNATIONAL, INC. 



We have seen many wargame organizations come 
and go in our 10 years of publishing the 
GENERAL. It seems as though every year brought 
the birth and death of another wargaming club 
which was going to bring "peace and organization 
to the wargaming chaos." It was this same instabil- 
ity which made us look upon the clubs with a 
"ho-hum — here comes another saviour" attitude. 
It was hard to take them seriously after watching 
them fold left and right; which was why we never 
picked a favorite or gave one preferential treatment 
over the others. One such group, however, does 
stand out above the rest. SPARTAN INTERNA- 
TIONAL, INC. ISII) has been around almost from 
the start and remains the most stable and steadying 
"club" influence in the hobby today. So much so 
in fact that SI I now plays a considerable role in the 
overall Avalon Hill picture. 

Sll has its roots in a small, four-member club 
started June 6, 1966 in Long Beach, California. 
The founder, Russell Powell, his wife Donna, and 
two neighbors began Sparta, at it was known since 
its inception, on the concept that someone ought 
to provide good and complete service to those 
interested in simulation gaming. In addition, 
Powell felt that simulation gaming should be 
treated as more of a sport than a hobby. 

From these modest beginnings, Sparta grew 
slowly in membership and stature. The club was 
first incorporated on Oct. 21, 1969, and its name 
was charged to Spartan International. The original 
directors of the corporation were Russell Powell, 
Dan and Karl Hoffbauer, and Paul Heiser. 

Spartan International is unique among gaming 
organizations and, indeed, corporations, because it 
is the only one specifically authorized to regulate 
competitions in wargames and other related items. 
It was incorporated to smooth the way for large 
cash tournaments being thrown through the mails 
and to protect the members and players by setting 
up a legal entity which was responsible for its 
actions. 




Spartan members manning an Avalon Hill display booth at a West 
Coast consumer show. 

The Spartans have a long history of successful 
PBM tournaments utilizing the Avalon Hill classic 
games which still form the backbone of their 
existence. For the Spartan creed is basically one of 
organized competition — and when you come to 



think of it — competition is what the games are all 
about. Originally conceived as an organization to 
sponsor cash tournaments through the mails, Sll 
still holds strongly to that premise by sponsoring 
PBM tournaments with prize lists running into the 
thousands of dollars. Each entrant is given a 
booklet of official SI I rules interpretations to clear 
up existing ambiguities and is subject to a board 
which hears disputes and gives rulings on any 
problems which might arise. However, the Sll has 
branched into other competitional fields of 
endeavor as well — there are 6 divisions in all. They 
include: 

The Spartan International Miniature Golf 
League is the second oldest division, and represents 
the first attempt of the corporation to diversify 
outside of simulation gaming and into competi- 
tional pursuits in general. The SIMGL operates 
primarily in the Southern California area. The 
league conducts tournaments at various golf 
courses around the area for prizes on a regular 
basis. A newsletter published three times a year 
keeps a record of seasonal statistics for the players. 

The Spartan International Chess League is 
organized to conduct tournaments in chess only, 
although future growth could introduce the play of 
chess-related games. The SCL also publishes its 
own bimonthly newsletter. 

The Spartan International Multi-Player League 
(SIMPL) is concerned with the play of any 
simulation game which requires the use of an 
impartial gamesmaster. Current activities include a 
bimonthly newsletter, a Diplomacy tournament 
and an ORIGINS OF WORLD WAR II tourna- 
ment. The SIMPL also offers its members the 
services of informal multi-player games and encour- 
ages innovative ideas of the members in developing 
its multi-player possibilities. 

The Spartan International Miniatures League 
(SI ML) is the most colorful division of the corpora- 
tion and is concerned exclusively with the play of 
simulations using models and miniature figures. Its 
activities are entirely face-to-face, and consist of 
several chapters across the country involved in the 
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A scene from the naval miniatures finals at the Spartan East Coast 
Convention shows East Coast champions [from I to r) Tony Adams, 
Patty Boyce, and AH staff member Dan Evans at work fn the finals 
of that competition. 
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play of armor, naval, air, and Napoleonic era 
miniatures. One of its main features is a cross- 
country competitional system in various fields of 
miniatures which is a major component of Spartan 
International's many conventions. The winners of 
the various chapter competitions get together at 
one of the big conventions to battle it out for area 
championships. The winners are then flown to Los 
Angeles for the national championships. 

The Spartan International Sports League (SISL) 
is the newest division of the corporation and deals 
with the playing of Avalon Hill's sports board- 
games in regular league play with divisional winners 
going into the play-offs of the respective sport. 
Expansion into other sports and games of other 
manufacturers is possible. 



Irregardless of the medium however, the over- 
riding consideration is that of competition and it is 
one that the Spartans take seriously. They have 
developed a series of shoulder patches showing 
various levels of competitional attainment to be 
worn with the Spartan uniform (white shirt and 
black pants) which gives the group a professional 
and serious image at their public outings. The 
group also has its own exclusive line of trophies 
and medals to be presented to the winners of its 
various events. They are also the only organization 
authorized to give out official Avalon Hill certifi- 
cates of merit and to sell pbm equipment for 
various AH games. All of this has given SI I an 
image which has definitely helped the organization 
in its efforts to promote the hobby through press 
coverage of their various events. To date, the group 
has already obtained feature articles in such high 
circulation journals as the OVERSEAS WEEKLY 
and ESQUIRE magazines. 



SICL Competition Patch line 



The competitiorlal patches for 
Spartan International are identical 
for every division, with the excep- 
tion that each division's initials 
are on its own patches. A player's 
experience rating is what is being 
measured. Rankings are deter- 
mined on the basis of 3 points per 
win, 2 for a draw, and 1 for a loss. 
Badges are earned on the basis of 
the following accumulated points: 
ntermediate - 21; Pro - 51; 
Expert - 93; Expert Pro — 143; 
Master — 369; Championship 
Competitor — 500. 



Chief among the attention getters are the 
Spartan conventions. SI I sponsors a variety of 
public conventions throughout the nation every 
summer in which all types of competitions are 
held. The just completed 1973 season saw major 
cons in the midwest {WIT. Prospect), east (NYC), 
and west (Los Angeles). An important part of the 
convention scene is the nationwide nature of the 





events. National championships are played for at 
the east and west coast conventions, with 
contenders attending both. Regardless of the out- 
come a good time is usually had by all. 



This year the Spartans have been promoting the 
hobby in a new way by carrying wargaming into 
the ranks of the US Army and Air Force by a 
traveling team of Spartan officers. SI I contacted 
the service clubs at various military bases and 
offered to demonstrate wargames for those 
attending the scheduled showing and then umpire 
games between those wishing to participate. The 
fee for this was S150.00 per base. SI I has visited 
about a dozen military installations this year, 
including George AFB, Nellis AFB, McConnell 
AFB, Wright-Patterson AFB, Fort Eustis, Fort 
Meade, Vint Hill Farms Station, Shaw AFB, Fort 
Rucker, Altus AFB, and Cannon AFB. They have a 
chapter operating at George AFB which meets 
every weekend, and has issued challenges to other 
service clubs across the nation. 

The Spartans, now over 700 strong, have 
become an increasingly effective source of 
manpower for Avalon Hill projects. Starting with 
RICHTHOFEN'S WAR, the Sll has been a major 
playtest source for new Avalon Hill titles. Regard- 
less of the time element or subject matter we've 
always found the Spartans prompt and reliable 
when the need for a last minute playtest comes up. 
It is probable that they will be involved in all 
future AH releases. Their membership, including 
over 60 devoted officers who serve without pay, 
has also been very helpful in manning AH exhibits 
in fringe areas where we might not otherwise have 
attended. This is especially true on the West Coast 
where Spartan membership is especially strong. 
The Spartans have manned more than one 
consumer show for us and starting this fall gave 
"live" window demonstrations of AH games at 
various retail outlets across the nation. They have 
already been very useful in this respect in manning 
our "Beat the Expert" booths at new Brentano 
store openings utilizing FOOTBALL STRATEGY 
and challenging the public to win a free game by 
beating "the expert." Needless to say, we didn't 
have to give away many games. 




Spartan efficiency and organization is demonstrated at every 
convention they sponsor. This year's East Con III was no exception. 



Dan Hoffbauer, Russell Powell, and Bill Comito are shown at work 
in a late night playtest session just prior to the retease of 
RICHTHOFEN'S WAR. The Spartan group lent a valuable and 
experienced hand in the game's final clearance playtest. 



The Sll is also doing a job of educating the 
school systems. Official AH sales rep Russell 
Powell heads a team of mature gamers who visit 
various secondary schools and colleges across the 
country trying to sell them on simulation gaming 
as an educational technique. Many educators seem 
to share Powell's belief that simulation games are 
the next breakthrough in classroom involvement. 



The whole organization is tied together by the 
home office. Their headquarters are located in 
Bellflower, California where they have a reception 
and sales room, an executive office, game room, 
and storage facilities. The game room is where local 
chapters meet and playtesting is conducted. The 
executive office is a work area for Sll President 
Russell Powell. The FTF chapters report to this 
office, and each of the divisions is run from there. 
The office is also the organizational classroom and 
the place where OPERATION CONTACT requests 
are processed. For the past few months SPARTA 
has been holding classes for those who would like 
to become umpires in SPARTAN events. The rules 
used in the miniatures games are exacting on the 
umpire and they have to be put through a rigorous 
training course. 




Tournaments featuring the Avalon Hill classics are always the 
chief attention getters at Spartan conventions. East Con III depicted 
above offered over $200 in prize money for the AH competition. 



For several years the SPARTAN philosophy has 
been pretty much the same. SPARTA would like 
to increase the popularity, quality of competition, 
and prize money to the level of Masters Chess. This 
goal is a lot closer now than it was in 1966 when 
they started. This is partly due to the knowledge 
gained from experience in running the 
organization, experimenting, and growth. It is also 
partly due to the closer relationship they now 
enjoy with Avalon Hill. The cooperative effort is 
beginning to pay off now, and promises to get fine 
results in the future. Professionalized wargaming is 
something which is coming into being slowly but 
surely. There will come a time when professional 
wargamers will compete for thousands of dollars 
and receive nationwide publicity. At least, that's 
how the Spartans feel. What do you think? 







SICL office staff personnel include (from I to f\ Tournament 
Director Gary Rummele, Records Officer Bill Comito, Bill Miller, 
Division Director Damian Housman, SICL President Russell Powell, 
and V. P. Dan Hoffbauer. 

For further information on the activities of Sll 
or if you'd like to request they visit your school or 
miltary base we suggest you write them at their 
Box 1017, Bellflower, CA 90706 address. 
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THE GENERAL 

OPERATION 
CRUSADER 

THE WINTER BATTLE 

by Robert Garbisch 



AFRIKA KORPS remains one of the most 
popular of boardgames. despite its rather long life 
of 10 years. Its payability and emphasis on 
maneuver stand it in good stead among its more 
recent contemporaries. However, it does suffer in 
one respect; i.e. it has only one version. There are 
no scenarios or mini-games which can be played for 
variations off the main theme or a quick half-hour 
game. Such is the rationale for Bob Garbisch's 
undertaking of the feature which follows. 

An amateur game designer in his own right. Bob 
has done extensive research in the African theater 
of operations and come up with a fine simulation 
of the British offensive known in history as 
"Operation Crusader." Utilizing the standard 
AFRIKA KORPS rules, pieces and mapboard. he 
presents us with a very playable and short 
alternative to the full campaign game with which" 
we are so familiar. 

A SHORT HISTORY 



It had now been over four and a half months 
since the British hopes of recapturing the whole of 
Cyrenaica, with Operation "Battleaxe," had 
floundered upon the Egyptian frontier wire. The 
vital port of Tobruk was still under pressure of a 
general siege and it seemed imminent that the Axis 
were nearing final preparations for a storm assault. 
Likewise the impasse at Halfaya Pass still existed 
with the Axis firmly in control there. An increasing 
number of German submarines were continuing to 
infiltrate the Mediterranean, thus posing a further 
threat to the life and existence of the isolated 
island of Malta. As long as Malta remained in 
British control, Axis supply convoys across the 
Mediterranean would be constantly harassed in 
their efforts to provide even the basic needs for 
their fighting comrades. In fact, General Rommel 
had hopes of attacking Tobruk early in November, 
but the losses at sea rose so alarmingly during 
September that even Rommel had to express the 
fears of not being able to attack at all. 

The situation in general looked pretty grim to 
both sides. A desperate race for building up one's 
combat units and their supplies of military staples 
was nearing a conclusive point. Despite the 
repeated British tactics of "milking" units and 
formations to fit out one expedition after another 
it now appeared as if the Allies would be prepared 
for an offensive first. 

However, the British success in being ready first 
was not achieved without some degree of 
complications. Political pressure was applied to 
bring about a general relief of the Australian 
troops suffering in the besieged fortifications of 
Tobruk. By October ISth, the third stage of relief 
of the Australian troops was completed and the 
relieving 70th Infantry Division had assumed 
command of all remaining troops from the 9th 
Australian Infantry. 
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Although Africa is remembered primarily for the highly mobile tank warfare fostered by Rommel the Germans never had many heavy 
AFVs in action. This typical German encampment shows only 1 VW, 1 motorcycle, 3 Mark It's, and a solitary Mk III. 



In the Red Sea and East Africa theater the 
veteran 4th Indian Infantry Division, plus other 
smaller mixed British and Commonwealth units, 
were still heavily involved in conducting a military 
campaign there against the remaining Italian forces. 
This campaign would not reach a successful British 
conclusion until November 27 th, with the 
surrender of Italian General Nasi at Gondar. 

In the meantime, the existing British formations 
in Egypt had to be re-equipped and properly 
trained in order to restore any degree of tactical 
coherence. Add on to this the increasing pressure 
from Prime Minister Churchill to harass and to 
continuously engage the enemy, while the Germans 
were occupied with their grand military campaign 
in Russia, and you have somewhat the position 
General Auchinleck had to contend with. 




At last, after several frustrating postponements, 
Rommel finally selected the 23rd of November for 
his long-delayed final assault on Tobruk. "Since it 
was known that the British were also preparing for 
an offensive, eventual enemy attacks were given 
the code name 'High Water' for a normal attack 
and 'Deluge' for a full-scale attack. When choosing 
these code names no one had foreseen that a real 
flood might take place. It started on the 17th of 
November - not the attack but the rain." ("The 
Foxes of the Desert" by Paul Carell) 

Thus the careful defensive preparations 
constructed by the Axis were virtually eliminated 
in one brief period of time. In a way, it seemed 
kind of sardonic: a natural flood and a full-scale 
offensive by the British, both taking place almost 
simultaneously. 

The Axis troops around Halfaya would now 
surely be put to the test. Prior to the offensive, 
Rommel has inoculated his soldiers with the belief 
that each strong point was a valuable self-contained 
fortress which must have a field of fire in every 
direction: and that even if the German Mobile 
Forces were to disappear for days, or for weeks, 
they must hold out at all costs in the firm belief 
that the Afrika Korps would return to free them. 

Operation "Crusader," or (as it is sometimes 
called) the Winter Battle, was fought over a vast 



German artillery, although often suffering from a shortage of 
ammunition, served admirably in Africa. Here s 10.5 cm gun is 
adjusted for use against an advancing British column. 

On the 1 4th of November, General Rommel 
flew to Rome for a conference on the 
transportation and supply problems. During the 
night of the 17th/ 18th, Rommel was in Athens on 
his way back from Rome when a daring attempt 
was made to paralyze his Command by a blow at 
the brain center. A party of No. I 1 (Scottish) 
Commando was put ashore from two submarines 
near Appollonia with the objective of attacking the 
house in which it was (wrongly) thought that 
Rommel would be headquartered. The raid failed. 




The Italian 75/18 Semovente was the major AFV of the Italians in 
Africa. 



Page 5 



THE GENERAL 



area by the largest concentration of armoured 
vehicles that had yet been assembled in the 
Western Desert. Each side had, to be sure, a large 
number of unarmoured formations, but it was 
thought that the armoured forces would dominate 
and that the 1 battle would be won or lost according 
to what happened to them. The general terrain 
where the first fortnight's fighting would take 
place, is in a corner of the Western Desert. The 
surface is generally hard, flat, and open, except for 
near the coast, so that desert-worthy vehicles can 
roam practically unhindered almost anywhere 
(except after heavy rain!). Draw an imaginary line 
from Bardia to El Adem and here the ground 
abruptly breaks up into undulations, with the 
ridges running east and west; the northern faces are 
usually the steeper, forming very difficult, if not 
outright impassable escarpments. As if by accident, 
only occasional passes existed whereby a vehicle 
could transverse this line. A few miles farther north 
and this general area tumbles into a tangle of wadis 
to the sea. Only on the narrow coastal road, the 
Italian "Via Balbia," can one travel smoothly. 

The stage is now set lor Operation "Crusader" 
to begin: 



THE BATTLE 

Despite the tactical complexity of the action 
involved in "Crusader," it can be broken down into 
roughly four major parts to the battle. First, on the 
18th of November, when the British armour units 
aggressively sought out their arch-rivals: the 
German Panzers. By nightfall, three of the 
armoured brigades were in position: the 7th to the 
north of Gabr Saleh (hex K-30), 22nd to the west, 
and the 4th to the southeast. On the following day, 
the 7th Armoured Brigade, along with the 7th 
Support Group, and reached Sidi Rezegh (hex 
1-28). Still no enemy contact. However, for the 
22nd Armoured Brigade their immediate objective 
was to engage the Italians at Bir el Gubi (Ariete 
Armoured Division). Acting in joint support, the 
1st South African Infantry Division traveled close 
behind. As for the 4th Armoured Brigade they 
went into action just east of Gabr Saleh. 




v > 

Although not a match for her heavier sisters utilized later 
the German Mk III F was feared in the desert. 



Already the central theme of the British 
objectives - to engage the German Panzers on 
favourable grounds of their own choosing with the 
bulk of their own armour - had fallen apart. What 
did follow was a series of tank battles near Sidi 
Rezegh, in which both sides suffered heavy losses. 
Yet on the overall balance, the Germans had the 
better of it by virture of their excellent recovery 
arrangements. 



When the dawn came upon the wreckage created 
at Sidi Rezegh, on "Totensonntag" - the German's 
annual Day of Remembrance for the fallen of the 
First World War - Rommel decided to make a bold 
gamble for victory: Rommel's so-called "Dash to 
the Wire." By certain military degrees it was a 
masterpiece of psychological strategic enterprise. 
Yet, lack of information was to thwart Rommel's 
personal formula. Narrowly missing two important 
British supply dumps, Rommel was fast persuaded, 
by Auchinleek's personal command tactics, to 
return to his own supply bases between Tobruk 
and Bardia, 

Next came the third phase, which saw Sidi 
Rezegh again exchange hands with severe 
encounters this time between the Germans and the 
New Zealanders. Seeing as how the tactical and 
strategical situation was fast developing, Rommel 
realized that he could no longer relieve his Bardia 
and Halfaya defenders, he decided to cut his losses 



and skillfully withdrew to Agheila, not, however, 
before inflicting further damage on the British 
armour units. 




This scene occurred all too infrequently for Rommel's undermanned 
and ill. equipped Afrika Korps- This MK 1 1 1 being unloaded in Africa 
was a rare occurrence. 



ORDER OF BATTLE: AXIS UNITS 



* 



Historical Units: 



Avalon Hill's 
Units: 



At Start Military 
Position: Objectives: 



German Afrika Korps (D.A.K.) 
ISth Panzer Division: 

8th Panzer Regt 
115th PzGr Regt 
33rd Recon Bn 
Supply Unit No. 2 

21st Panzer Division: 

5th Panzer Regt 

104th PzGr Regt 

3rd Recon Bn 

Supply Unit No. 3 
Afrika Division (later 90th Light): 

361st Inf Regt 

Savona Division: (Italian) 
Savona Inf Div 

Italian Mobile (20th) Corps 

Ariete Division 
Trieste Division 

21st Italian Corps 

Trento Division 
Bologna Division 
Brescia Division 
Pavia Division 



Rommel 

Supply Unit No. 1 

Axis Home Base 

Sabratha Division 
Fascists Division 



15/8Pz 
15/1 15 PzGr 
15/33 Recce 



21/SPz 
21/ 104 PzGr 
21/3 Recce 

(*9) 
90/361 Inf 



Savona Inf 



Ariete Armd 
Trieste Mot Inf 



Trenta Inf 
Bologna Inf 
Brescia Inf 
Pavia Inf 



H-28 
H-28 
H-28 
H-28 

1-30 
1-30 
1-30 
1-30 

H-27 



J-33 



L-28 
K.-25 



1-25 

1-27 

H-24 

J-27 



To launch an offensive assault on the 
Tobruk fortifications; provide a mobile 
reserve for Egyptian frontier defenses, 
in case of a British attack. 



ijSli 

7-7-10 


i5tjajii5 
3-3-10 


2-2-12 


R« 
0-0-10 



anSa 
7-7-10 


3-3-10 


2-2-12 


R 3 
G-TD 










5oS)361 

3-3-7 








"SI 
2-2-4 





To prevent British intervention on the 
scheduled assault on Tobruk. 



"tsSi 
4lT6 




uGii! 
3-4-5 



Two Divisions to maintain seige pressure 
on Tobruk fortification lines; two Divi- 
sions to participate in assault. 



tfil 

2-3-4 




2-2-4" 




2*3-4 




2-3-4 



Sabratha Inf 
Fascists Inf 



J-27 
J-27 



W-3 
W-3 



h! 

0-0 12- 




R 1 

0-0-10 



Jtl_^ 

2-2-4" 




«£■! 

2-3-4 



TIME 
RECORD 



THE WINTER BATTLE ** OPERATION "CRUSADER" 

Abbreviations used: Bde-Brigade, Regi— Regiment, Bn— Battalion; Armd— Armoured, 
Inf-Hnfantry, Mot Inf— Motorized infantry, Pz-Panzer, 
PzGr— Panzer-Grenadier, S/G.— Support Group; Ind— Indian, 
S. A.— South African, N.Z.— New Zealand. 
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In the end, the honours had come out fairly 
even and the soldiers had fought each other as men 
of honour. For the present, Rommel's chief regrets 
were centered upon the isolated Axis defenders at 



Bardia and Halfaya. For them, the Afrika Korps 
could do nothing at the moment to relieve them of 
the British stranglehold. On January 12, 1942, the 
final fruits of a British victory were claimed when 



ORDER OF BATTLE: COMMENTS 

(1) The units used in this "Afrika Korps" mini-game are historically correct in as far as might be 
possible using the available Avalon Hill unit counters for a November — 1st half, 1941, operation. 
Granted, a few of the listed unit positions can not be reached according to Avalon Hill's movement 
rules. However, what is presented is an accurate positioning of the units involved in this "Winter 
Battle." Unit combat ratings are not adjusted to their actual reflective strength, at the time of the 
battle, because this would only complicate the present enjoyable basic rules and game components. 

(2) 22nd Guards Brigade - originally formed in Egypt, 11 February 1941, with the unit 
designation of 22nd Infantry Brigade. It subsequently underwent the following unit title 
redesignations: 20 March 1941 - 22nd Guards Brigade; 14 January 1942 - 200th Guards Brigade; 6 
April 1942 - 200th Guards Motor Brigade Group; 25 May 1942 - 201st Guards Motor Brigade 
Group. The Brigade was captured in Tobruk on 20 June 1942. However, on 14 August 1942, the unit 
was reformed in Egypt with the title 201st Guards Motor Brigade. For practical purposes of this game, 
only the 22nd Guards Brigade unit will be used. 

(3| Tobruk's Defense Perimeter has been expanded to its listed historical lines as allowable by 
Avalon Hill's game mapboard. A defending unit's ZOC does not extend inland beyond the designated 
hexes. However, a unit's ZOC does affect the adjacent Tobruk hexes. Only the Tobruk hex G-25 shall 
still be considered an independent fortress hex. The other hexes are subject to the normal terrain 
effects. 

(4) 70th Infantry Division - originally reformed in Egypt, 17 February 1941, as the 6th Infantry 
Division (prior to 3 November 1939, it was the 7th Infantry Division). Redesignated as the 70th 
Infantry Division, 10 October 1941. Since the 14th and 16th Infantry Brigades are not available in 
unit counters, the 7 A/1 and 7 A/2 Inf Bdes are used to represent the assigned units when the 70th Inf 
Div relieved the 9th Australian Infantry Division and assumed command of all troops in Tobruk. 

(5) The Oasis area of operation is not completely represented on the Avalon Hill mapboard. 
Therefore, the delayed turn of available use is designated to represent this force's completion of their 
tactical assignment and the possibility for further involvement in the over-all operation. 

(6) 50th (Northumbrian) Infantry Division — was relieved of shore defense duty on Cyprus during 
the first eight days of November, by the 5th Indian Infantry Division, which had been in Iraq. The 
relief was carried out by ten destroyers and one fast minelayer. The Division then traveled by road to 
Iraq. However, if the tactical situation had warranted it, this Division could have easily been re-routed 
and ordered for active duty in direct support of Operation "Crusader," 

(7) Armour Reserve — In spite of protests from England, General Auchinleck had insisted that a 
high number of tanks should be held in reserve (he desired a 50% ratio). He believed that only by 
steadily replacing his tank losses could he ever hope to maintain his armoured unit's full fighting value 
during any prolonged military battle operation. There was no engineering industry to speak of in the 
Middle East, and the only available repair equipment was what the army had brought with it. In 
addition to this, his repair units were handicapped by a lack of towing vehicles and transporters, a 
shortage of experienced tank mechanics, primitive rail communications, and a vast distance to cover 
from one's base to the battle front. As for receiving any new tanks it would require several weeks to 
come from England and longer still from the United States, and ocean-going convoys were far and too 
few between. In brief, the scale of one's reserve became almost as important as the equipment to be 
initially combat committed in any serious desert operation; as General Auchinleck had outlined in his 
desired objectives for the forthcoming "Winter Battle." 

(8) 5th Indian Infantry Division — even though the defense of the island Cyprus had gained in some 
importance with the threat of attack through Turkey (due to the sweeping German victories in Russia) 
Prime Minister Churchill strongly felt that any division designated for defending Cyprus could be put 
to more effective use in support of the "Crusader" operation. The delayed turn of available use is 
designated to represent the political conflicts of personal interests in the use of this division. 

(9) The 90th Light Division should also have the 155th and the 200th Infantry Regiments, plus the 
580th Recce Ballalion. However, at this time the Afrika Division consisted of seven Infantry Battalions 
— strong in firepower and quite mobile, but totally lacking in tanks. Later on this division was 
expanded into a more powerful unit. But for now use only the 360th Infantry Regiment to represent 
the Division, as per Avalon Hill's regular OOB schedule. Besides, it makes the game more of a balanced 
match and thus more interesting for both players as a tactical challenge. 

Note: 

For those who desire more freedom in exercising a tactical "At Start" set-up, rather than using the 
historical set-up, the following is presented: 
Friendly Units can be located anywhere within the designated areas. Set-up procedure is: 

(1) British Tobruk Garrison Units — within the four designated hexes representing the Defense 
perimeter of the Tobruk fortifications. 

(2) All Axis Units - North of row L, West of row 35 - this includes the designated rows. Units 
listed to start from Axis Home Base must be placed there. 

(3) Remaining British Units — South of row K, East of row 30 — this includes the fisted rows. Units 
listed to start from Allied Home Base must be placed there before the unit may move. Army Reserve 
units and the Oasis Force units still comply with the historical hex limits. 



the surrounded Axis defenders surrendered. 
AFTERMATH 

At this point of reference it can be argued that 
the morale of the Afrika Korps might have been set 
at its lowest level, but this sort of logic seems 
hardly applicable when a German officer wrote 
these observations: "The Afrika Korps for the 
moment was a beaten force, but not dispirited. I 
saw no signs of wilting morale among our rearguard 
troops. We stood and fought wherever there was 
high ground." ("Afrika Korps" by Macksey) 

So the Germans, who thought that they had lost 
"Crusader" due to the handicaps of lack of air 
support, Jack of supplies, lack of information, lack 
of help from Germany or from the Italians, hardly 
felt the cold breath of failure at this moment. 
Their opportunity for victory would present itself 
once more in the events of the breakout from the 
narrows at Mersa Brega, to the stage setting of 
Operation "Venezia," in which their 1941 hopes 
would see some degree of fulfillment in the capture 
of Tobruk and the race for Alexandria, Cairo, and 
the Suez Canal. 
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OPERATION "CRUSADER" MINI-GAME 



TIME LIMIT: START - British Turn: November 
1 941 - 1st half; FINISH - British Turn: January 
1942 -2nd half. 

BRITISH VICTORY OBJECTIVES: 

MARGINAL - Control Halfaya Pass to Bardia 
escarpment area and Tobruk. 

TACTICAL - Above conditions plus Sidi Rezegh 
escarpment area and contact with Tobruk 
defenders. 

STRATEGIC — Above conditions plus relieve 
Tobruk of the Axis seige. (No adjacent Axis units.) 
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In all the Victory levels a surviving Unit Attack 
factor ratio of 1-1 should be established. If more 
than a four Attack factor difference exists in the 
Axis favor, then it is considered an Axis Victory. 
COMMENTS: 

BRITISH - Since this operation is basically a 
British offensive the initial attacks must be British 
objectives; such as the early elimination of the 
Trieste Division, or the Ariete Division, or the 
Savona Division in the opening move. At all times, 
you should strive to pick-off the small German and 
Italian units; and if possible, to confine the 
powerful German Panzers to the escarpment area. 
Thereby restricting their tactical freedom of move- 
ment. Preserve your Armour units from senseless 
exposures to possible German Panzer counter- 
attacks. Keep up a steady advancing pressure, not 
necessarily an attacking pressure, towards at least 
two of these general areas: Tobruk, Sidi Rezegh, 
Bardia, Halfaya Pass. 

With a little iuck and some practical tactics you 
should at least obtain a Tactical Victory level if not 
a Strategic Victory. 

GERMANS — The pressure is really on the German 
player. In a practical sense you are forced to react 
to the British offensive objectives. However, if an 
effective defense deterrent can be established to 
blunt the British drive and to survive the steady 
pressure, a German assault on Tobruk should be 
conducted as soon as possible. By eliminating a 
possible British attack from the rear you can then 
concentrate on breaking up, if not eliminating, the 
main British attacking units. The only problem 
here is the time limit, plus the fact that the British 
can get in the last series of possible attacks. 

Therefore, a practical counter-offensive plan 
must be skillfully conducted right from the very 
beginning up to the very end. With a little tactical 
luck you should be able to prevent the British from 
achieving a Tactical level of victory; thereby giving 
yourself a Tactical Victory. 

••••• G 

Continued from page 20 

One special point: a badly-underrated weapon 
is the German prop-driven, Twin-engine fighter. E 
ratings aren't everything, as a quick look at the 
attrition table will show. Bombers don't have E 
ratings, as both sides should realize when con- 
sidering the twin-engine fighters. Especially in 
small engagements in the Southern and Eastern 
Fronts, a few Me410s or Owls will go a long way 
(in more than one sense). 

In conclusion, it is my considered opinion that 
"Luftwaffe" is nearly even in balance - quite 
close. Certainly, the myriad of targets will keep 
the issue in doubt until the very end. 

The US is disadvantaged as the attacker — he 
must reach out for his targets. But he is more 
than compensated by his replacements, by his 
options of attack all around the edge, by the fact 
that, once there, so little is needed to destroy a 
target. The German must defend the entire board 
with inferior means (although letting him have 
Me262s in '44 unbalances things — it's better to 
give him the grubby but cheap Komets and/or 
Salamanders); he is hampered by shrinking re- 
placements in the face of mounting opposition; 
his enemy can appear almost anywhere. But all 
he has to do is save one city. 

"Victory" is not necessarily winning a war, as 
the victory conditions quite rightly show. 
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ORDER OF BATTLE: ALLIED UNITS 

Avalon Hill's At Start 
Historical Units: Units: (*1) Position: 



30th Corps 

7th Armoured Division: 

7th Armd Bde 
22nd Armd Bde 
4th Armd Bde Group 
7th Support Group 
4th S.A. Armd Car Regt 

1st South African Division: 



1st S.A, Inf Bde 
5thS.A. Inf Bde 
3rd S.A. Armd Car Bn 

22nd Guards Brigade (*2\ 
Supply Units No. 1 & 2 

13 th Corps 

New Zealand Division: 

4th N.Z. Inf Bde 
5th N.Z. Inf Bde 

6th N.Z. Inf Bde 

4th Indian Division: 

5th Ind Inf Bde 

7th Ind Inf Bde 

11th Ind Inf Bde 

1st Army Tank Bde 

Supply Unit No. 3 
Tobruk Garrison (*3) 

70th Infantry Division: (*4) 
14th Inf Bde 
16th Inf Bde 
23rd Inf Bde 

Polish Carpathian Inf Bde 
32nd Army Tank Bde 
Supply Unit No. 4 



7/7 Mot Inf 
1/22 Armd 
7/4 Armd 
7/7 S.G. 
7/4 S.A. Motor 



1 SA/1 Inf 
1 SA/5 Inf 
1 SA/3 Recce 

22 GD Inf 



K-30 
M-30 
L-31 
L-30 
L-30 



N-30 
P-32 

N-30 



Military 
Objectives: 

To advance northwest, find and destroy 
the enemy's armor, and protect the left 
flank of the 13th Corps. 



3-3-7 


4-4-7 


7 &> 
4-4-7 




1-1-7 




V'-i: 

1-1-6 



To protect the communications of the 
7th Armoured Division on the west and 
southwest; later to capture the Sidi 
Rezegh ridge. 



1-1 -fi 




1-1-6 




Si 
1-1-12 



■'■'1&& 

2-2-6 


0-0-10 


0-0-1 8 



N-32 To protect the communications, supply 
N-32 dumps and landing grounds in 30th 
Corps area. 



2 NZ/4 Inf 
2 NZ/5 Inf 
2 NZ/6 Inf 

4 1/5 Inf 
4 1/7 Inf 
41/11 Inf 
1 Armd 



To pin down and cut off the enemy's 
M-33 troops on the Eg yptian fr o ntier; la ter 
M-33 to advance west, 



M-33 

L-36 
L-34 
J-35 

N-35 
N-35 



1-1-6 



1-1-6 



1-1-6 



Same objectives 


as New Zealand Division. 


f-1-6 


1-1-6 


?0&ii 
1-1-6 




Si 

2-2-7 




R 3 
6-0-10 



Oasis Force (* 5) 



29th Ind Inf Bde Group 
6th S.A. Armd Car Regt 

Army Reserve 

2nd South African Division: 

3rd S.A. Inf Bde 

4th S.A. Inf Bde 

6th S.A. Inf Bde 

7th S.A. Armd Car Regt 

Allied Home Base 
2nd S.A. Inf Bde 



7A/1 Inf 


G-24 


7 A/2 Inf G-24 
70/23 Inf H-26 
Pol/Carp Inf H-26 
32 Armd H-25 






G-25 


1-1-6 




1-1-6 




5 1/29 It 
50/6 SA 


if 
Mo 


tor 




1 SA/3 Inf 

2 SA/4 Inf 
2 SA/6 Inf 

2 SA/7 Recce 


1 SA/2 


nf 


J 


62 



Fortification hexes are G-24, G-25 H-25, 
and H-26. 

To make a sortie when ordered. 



siskii 

1-1-6 


51^32 

1-1-6 


1-1-6 


^1 
1-1-ISl 


El 32 

2-2-7 






0-0-16 







To secure the Jarabub Oasis, advance to 
protect land-ground 125, and seize the 
Jalo Oasis. 

Available third British turn along the 
southern numbered hex row, east of 
hex No. 38. 

Available at start: can be placed any- 
where from row K and row 38— south and 
east thereof 



1-1-6 



-1-6 



5^3 1 |*i£ii 



6 1-1-12 



Available at start: J-62 



Available Reinforcements: Must start from Allied Home Base only. No units can be sea transferred 

during this game. 
50th Infantry Division: (*6) Available second British turn 

50/69 Inf 




G 



69th Inf Bde 
1 50th Inf Bde 
15 1st Inf Bde 



Armour Reserve (*7) 

Four Armour factors- 
use 1/2 Armour Bde 

5th Indian Division: (*8) 

9th Ind Inf Bde 
10th Ind Inf Bde 



50/150 Inf 
50/151 Inf 



5 1/9 Inf 
5 1/10 Inf 





1-1-6 




1-1-6 




1-1-6 


Av 


lilable 


'hire 


1 Britisl 


1 tu 


"n. 




1^232 

4-4-7 




Available four 


th Briti 


sh turn. 






kExJ9 

1-1-6 




1-1-6 
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ANATOMY OF A DEFENSE 



by 2nd Lt. Robert J. Beyma 
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I/. Beyma has put his military training to good 
use in familiarizing himself with the ultimate skills 
in the play of Avalon Hill's classics. Here he voices 
his opinions on defense in D-DAY by presenting 
the pros and cons of the two schools of thought on 
the matter. 

The analysis of German defensive strategy in 
D-Day must begin with a discussion of the German 
advantages and disadvantages. These are classified 
as major or minor and are tabulated below. 

lyiajor German Advantages: 

1. Tactical combat on beach. 

2. 17 square Allied supply limitation. 

3. Doubled and tripled terrain. 
Minor German Advantages: 

1 . High replacement rates. 

2. Time. 

Major German Disadvantages: 

1 . Allied second invasion threat. 

2. SAC attacks. 

3. Allied initiative and mobility. 
Minor German Disadvantages: 

1. Parachute threat. 

2. Initial placement limitations. 

3. Few first class troops. 

4. Large front to cover. 

5. No static unit replacement. 

The Allied forces are in their weakest and most 
vulnerable state on the first several turns of an 
invasion. The Allied player is usually forced to 
make low odds attacks, often against doubled or 
tripled positions and with no retreat routes. The 
Allies cannot land reinforcements in German zones 
of control and have limited supply and buildup 
capabilities. 

The 17 square supply rule has two major effects. 
First, it eliminates South France as a credible 
invasion area. Second, it enables the Germans to 
form a solid defense line along the Seine which 
cannot be outflanked. 

Doubled and tripled terrain is the equalizer for 
the Germans in D-Day. Doubled units restrict 
Allied attacks and double Allied losses. Whenever 
possible the German player should attempt to 
defend in doubled or tripled positions. River lines 
are especially good because the German player is 
not required to counterattack Allied units on the 
opposite side. 

The German replacement rate and the element 
of time become significant factors in the game if 
the German player can maintain a favorable 
position until about the twentieth week. 

The most deadly German disadvantage is the 
Allied second invasion threat. The German player 
must tie down a large percentage of his army to 
guard against a second invasion, primarily at North 



X 



Sea or Pas de Calais. This leaves a weakened 
German army, one that is already out-numbered, 
to face the Allied forces on the main front. 
Additionally, this second invasion threat can be 
maintained effectively for 1 5 to 25 weeks. 

Another serious disadvantage is the Allied SAC 
attack capability. Besides the destruction of 
German units it has these three serious effects. 
One, SAC attacks destroy or immobilize potential 
counterattack units which is especially damaging 
on the first or second turn of an invasion. Second, 
SAC attacks can destroy certain key units in a 
defense line and make that line easier to attack. 
Third, the German player cannot afford to stack 
several good units for fear of attracting a SAC 
attack. 

Besides having a superior force, the Allied player 
has vastly superior mobility and has the initiative 
to decide when and where to fight. Unless this 
advantage can be checked, the German player is in 
for a rough game. 

There are several minor disadvantaes that effect 
the employment of the German forces. Initially, all 
static units must be placed on coastal squares. The 
German player must constantly guard against 
Allied paratroops landing in his rear. The German 
player is faced with a very large front and few first 
class troops to defend it. Because static units can 
not be gotten as replacements the German player 
frequently is short of small units after about the 
20th week. These units are particularly useful for 
paratroop screening and river line defenses. 

The "beach" defense is a gamble on the part of 
the German player. He will either be in a very good 
position or a very poor one by the fourth turn of 
the game. The initial set-up is of prime importance 
and the die plays a major role in the outcome of 
the game. The game will usually reach a decision 
by the 20th week. 

The "beach" defense is a "stop the Allies on the 
beach" type strategy and is historically known as 
the Rommel plan. This defense is characterized by 
an all out attempt to defeat the first invasion. The 
"beach" defense will defend all six Atlantic 
beaches and force the Allied player to gamble in 
order to get ashore. An immediatecounterattackis 
launched if the Allies get a foothold on the 
continent. A successful Allied invasion north of the 
Seine will probably win for the Allies. A successful 
Allied invasion south of the Seine will force a 
German retreat. The game will then revert to a 
"Seine" defense type game with a significantly 
weakened German army. Defeating the first 
invasion, however, will put the German player in a 
very favorable position. He can stay in a beach 
defense posture and rush all of his troops to the 
second invasion area, or he could revert to a 
"Seine" defense and have his entire army waiting 
for the Allies at the Seine. 

A beach defense can lessen some of the Allied 
advantages. The Allies must use a good portion of 
their SAC attacks in their attempt to get ashore, as 
well as risking their paratroops during the initial 
invasion. Allied initiative and mobility are usually 
rather limited during the critical turns of the 
invasion. A defeat of the first invasion will 
eliminate the much to be feared Allied second 
invasion. 
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The primary disadvantage is that the German 
player is usually in a very poor situation if he fails 
to throw back the first invasion. His losses will be 
sizeable and many of the Allied advantages will 
become more manifest during the Allied advance 
that will follow. 

Another disadvantage is that the German forces 
are spread out from Amsterdam to Bordeaux. The 
German player must defend at basic odds in many 
places and is usually forced to counterattack. Also, 
the 1 7 square rule is not a factor on the beach. 

A typical "beach" defense game begins with the 
Allied player carefully selecting the beach that he 
thinks offers him the best chance of getting ashore 
and staying ashore. He makes what he believes to 
be the best possible attacks and then sweats out 
the die rolls. If he loses, the German player moves 
in and mops up the beach in joyful anticipation of 
a victory. If the Allies get ashore the German 
player gathers all of his troops together and 
launches an all out counterattack. Then both 
players sweat out the die rolls. This may continue 
for two or three turns. By then one side has won 
the beach and probably the game. 





The "Seine" defense is also known as a "Plan 
Red" variation, or historically, as the Rundstedt 
plan. The "Seine" defense strongly defends North 
Sea, Pas de Calais, Le Havre, and possibly Normady 
but permits an Allied landing at Brittany or the 
Bay of Biscay. This is followed by a rapid Allied 
advance to the Seine by approximately the 8th 
week. The German player attempts to fight a 
semi-mobile battle in Central France while 
defending North Sea and Pas de Calais against a 
second invasion. This is followed by a fighting 
withdrawal to the Rhine. 

The principal advantages of this defense are that 
the Seine position cannot be outflanked and that 
the German units are invariably doubled. Another 
advantage is that the Germans lose very few troops 
early in the game. If the Seine line can be held 
until the 20th week without heavy losses the 
German player is in good shape. 

The most obvious disadvantage to the "Seine" 
defense is that the German army is divided. This is 
a direct result of the second invasion threat which 
ties down German troops at North Sea and Pas de 



Calais. Another disadvantage is that the German 
player forfeits any chance of defeating the Allies 
on the beach. The Allied player reaches the Seine 
at full strength and with all eight SAC attacks. The 
Allied player has the strategic initiative and the 
capability to aggressively pursue a retreating 
German army. 

A typical "Seine" defense begins with a 
conservative Allied landing at Brittany. This is 
followed by a rapid advance to the Seine by the 
8th week. The Allied player then begins to attack 
across the Seine southeast of Paris. After 6 to 8 
turns the German forces become weakened and 
reserves must be drawn from North Sea and Pas de 
Calais. If the beach defenses are weakened too 
much the Allies will make their second invasion 
and roll the Germans back on both fronts. More 
likely, the Germans will gradually be forced to 
retreat from the Seine line around the 1 5 th to 20th 
week. These forces plus troops from Pas de Calais, 
which no longer needs to be defended, form 
another defensive line along the Meuse. The game 
then becomes a hard fought Allied advance to the 
Rhine. 
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Invasion success probabilities are computed in this manner. Set 
up what you think are the best possible invasion attacks. List all 
possible results and their associated probabilities. Then consider the 
best German counterattacks and their associated probabilities. The 
total invasion success probability is computed by summing the 
individual probabilities of each of the possible results. 

In the Bay of Biscay example shown, the invasion success 
probability can be calculated with the help of a 6x6 matrix. 



If the Allies roM an exchange on the 1-1 against La Rochelle, the 
Germans will have either A 1-1 or A 2-1 counterattack against La 
Rochelle. 



INVASION 

SUCCESS 

PROBABILITY 



•FRACTIONS 



FRACTIONAL CHANCE 
OF ALLIED WIN 



V 



(121 (1/361 + (41(1/31(1/361 
+ (1/21 (1/36)+ (2/3) (1/36) 



ALLIED WIN 



GERMAN WIN 




BAY OF BISCAY 

(Druci 1 amphibiovi auoutl atja'tml Mantel not 

poisihlt, bol is pouible agoinil iordtavx) 

ARMOR INFANTRY PARACHUTE 

First Tirrn - 3 l 

Second Turn 1 z l 

Third Turn an -1 Divisiaru par Turn Ihnrealter including HQ'sl 

This depicts the best course of action for a landing in the Bay of Biscay. The British infantry divisions and the 13th Airborne conduct a 1-1 
surrounded on La Rochelle with the airborne advancing in the event of an exchange. The Canadian attacks the 272nd at 1-1 merely in an 
attempt to put anolhet unit ashore. The invasion hangs on the outcome of the surrounded attack at La Rochelle and as such has a 50% chance 
of success barring a low odds German counterattack on that city. Success of the SAC attacks is also vitai if the invasion is not to bog down in a 
time consuming battle for Bordeaux. A host of variables make further analysis unlikely but a number of hairy things can occur if either player 
risks low odds attacks for an all or nothing position. 



The "Seine" defense keeps the German player in 
the game for a long time. The game tends to be 
long and drawn out with one side not winning until 
about 35th or 40th week. A good defense requires 
a lot of tactical finesse and patience. In the final 
analysis the Allies probably have the advantage but 
the Germans can always put up a good fight. 

This article has presented the two basic German 
defense strategies for D-Day. Now the question is 
which defense should you as the German player 
use. If you have worked out a really good initial 
set-up and do not mind gambling, try the "beach" 



PROBABILITY OF A SUCCESSFUL 
ALLIED 1ST INVASION: 


BEACH PERCENTAGE 


NORTH SEA 


40.7 


PAS DE CALAIS 


36.6 


LE HAVRE 


43.7 


NORMANDY 


40.7 


BRITTANY 


41.8 


BAY OF BISCAY 


40.3 


THESE PERCENTAGES REPRESENT 
WHAT THE AUTHOR BEL 1 EVES 
TO BE THE BEST POSSIBLE 
ALLIED INVASION ATTACKS 
AGAINST HIS DEFENSE. 



defense. If you are an exacting defensive player 
and desire a long tough game try the "Seine" 
defense. You might also want to consider your 
opponent. The type of game he plays and his level 
of ability may determine how much of a gamble 
you should take. The choice is yours. 



I personally prefer to play the "beach" defense. 
It has been my experience that a "Seine" defense, 
no matter how well played, will usually lose to a 
good Allied player. It will be a long tough fight but 
the German player will slowly, but surely, lose. I 
figure that it is better to go ahead and take my 
chances on the beach. I have developed an initial 
set-up which gives the Germans a better than even 
chance of defeating the first invasion at any one of 
the six Atlantic beaches. (A bottled up Allied force 
on the Normandy peninsula is considered a 
victory.) The chart gives the chance of success of 
an optimum Allied attack at each beach. Remem- 
ber that it is of little value to have a 70% chance of 
defeating the invasion at five beaches and only a 
30% chance of stopping the Allies at the sixth. The 
Allied player will invariably pick your weakest 
beach. These percentages include possible first turn 
German counterattacks. If I crush the first invasion 
1 then conduct a strategic withdrawal to a then 
virtually impregnable Seine line. If I fail to defeat 
the first invasion 1 conduct a fighting withdrawal 
to the Seine and give the "Seine" defense my best 
efforts. ^ 



Page 10 

BLIND 



Realism and playability buffs have long been at 
odds over the issue of hidden movement and many 
have been the articles which put forth possible 
solutions to the problem - all to no avail. It seems 
that the land battle games are destined to go 
without the excitement and suspense that this 
feature provides in MIDWAY. Ian Straus presents 
us with a good alternative for those blessed with a 
willing third party to act as referee. 



Panzerblitz, still Avalon Hill's best game, lacks 
realism because the players can see all their 
opponents' units. I am far from the first to suggest 
refereed hidden movement: see Riley R. Geary's 
article in The General, Mar-Apr 1972. But Geary's 
system of hidden movement rules is too time- 
consuming for face-to-face play, complicated, and 
requires unlearning large parts of the standard 
Panzerblitz rules. 

In contrast, the refereed-hidden-movement rules 
below were developed with emphasis on simplicity 
and playability in face-to-face play. As for realism, 
the players are put in the real position of modern 
combatants: the enemy is usually unseen. But you 
must still fire and maneuver against his probable 
position. 

SET-Up: The players need a referee and two sets of 
gameboards. The boards are oriented in the same 
direction and separated by a divider (such as the 
game boxes) so the opponents cannot see each 
other's boards. The referee sits where he can 
observe both boards. 

Play is as usual, using the standard Panzerblitz 
rules with non-optional indirect fire, except as 
indicated in this rules addition. Each player moves 
his own units on his board. The referee makes the 
boards interact. 

SEQUENCE OF PLAY: In each player's turn: 

a. He (Attacker) may fire. 

b. Each player is next told of visible effects of 
fire (which differ for Attacker and Defender). 

c. Attacker moves and makes overruns and close 
assaults. 

d. Both players are told what they can see. At 
any time, players may mark suspected enemy 
positions with unit counters. 



OFFICIATING: The referee tells the players what 
they can see and combat results on their own units. 
He calculates odds and rolls the die but reveals the 
combat results (or lack of visible results). He keeps 
track of movement, and makes the game work. 



VISIBILITY RULES: There are three sources of 
information given to the players: ordinary 
visibility, fire, and movement. 

Ordinary visibility: 

a. Only undispersed units can see, unless specif- 
ically excepted below. They can only see what 
they could fire on under the standard Panzerblitz 
rules. 
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b. Minefields are invisible. Obstacles (blocks) 
and fortifications can be seen as if they are troop 
units. 



Resutts of fire: 

a. Attacker is told of motorized units destroyed 
in Line Of Sight (they burn); of dispersals of units 
adjacent to his (he gains fire superiority); and of 
destruction of visible units. 

b. Defender is told of any fall of shot (of 
non-I-type weapons) in his Line Of Sight (LOS). 

c. Defender is told the general type of any 
enemy units firing 2 squares away in LOS (their 
firing draws attention to them). 

d. When his units are fired on. Defender learns 
the type(s) of fire if (1) The unit survives, even 
with a dispersal; or (2) there are adjacent friendly 
units. 



Results of movement: 

a. Units moving Vi their Movement Factor in 
view of, or moving at all next to, an undispersed 
hostile unit - will be reported to the hostile 
player. 

b. Tracked vehicles may be heard moving at a 
range of 4 squares, counting forest and slope 
squares double. Direction is given but range is not. 



FIRING; 



a. Any unit may fire on any square in LOS. 
Units capable of indirect fire do not need LOS, 

b. When units fire on unspotted targets, their 
attack factors are cut: (1) by 'A if the target square 
is in LOS but not spotted. (2) to l A for targets 
neither in LOS of the firing unit nor of an observer 
("CP") unit. In addition, such unobserved fire 
strikes any of Attacker's units in the 6 hexes 
adjacent to the target hex. (Explanation: with no 
one adjusting it, this fire may be off target, hitting 
friendlies; and being shelled by your own guns is 
demoralizing. This rule also keeps people honest 
about not using optional indirect fire.) 

c. Indirect fire directed by observer units 
("CP") is observed fire, just as if the firing unit had 
LOS. 

d. Mines "fire" automatically at the beginning 
of fire. 

e. In unspotted hexes all units combine in 
defense: Only combination attack is used. 

f. If odds are less than 1-4 or if there is no unit 
in a target area, the referee should avoid giving the 
attacker that information and should roll the die 
anyhow. 



MOVEMENT: 



a. Units are moved individually along indicated 
routes. 



b. When units cannot move as far as ordered, 
for whatever reason, they move as far as they can 
and then pile up. Exception: If units move onto a 
minefield, only the first unit moves on unless the 
units are specifically ordered onto the mines. 

c. The referee does not indicate blockage of 
movement until the movement turn is over. He 
then rearranges Attacker's units to allow for the 
blockage. 



COMMENTS: 

When you play Panzerblitz blind, you are not 
quite playing the same game. The spotting rule is 
partly cancelled: which is reasonable, since the 
original spotting rule was a compromise between 
realism and the two-player game. It turns out that 
most changes are toward realism. A few tactical 
hints are appropriate: 



1. Antitank guns (formerly worthless) suddenly 
become valuable because you can ambush. 

2. The armor of armored vehicles seems to 
become more important. 



3. Outpost lines and reconnaissance become 
useful, as they are in reality. 

4. It is dangerous to send your assaulting 
infantry in on trucks. 



5. You can fire an artillery preparation before 
an attack. You can also fire counterbattery fires. 

6. In normal Panzerblitz a 2-1 advantage 
(measured by the Oleson point system — see The 
General, May-June 1971) is sufficient for victory. 
Playing blind, you need 3-1 or better. 

7. Lower defensive troop densities are practical. 
In view of (6) above, you should balance the 
situations by weakening the defender. 

8. Mines become fearsome. Normally you 
should value them at 10 Oleson points; but if they 
are invisible they are worth 25. 

You have seen that there is no referee's control 
board. Control boards double playing time, since 
every unit must be moved twice: but in return for 
this boring slowness they only give marginal help 
to the referee. Since speed is a major component of 
payability (and since you get away with it in 
Panzerblitz; and you can't with, say, aBlitzkrieg) 
forget the control board. 




EXAMPLE OF PLAY; 

Given tills situation on the number-one board segment at the beginning of the Russian's turn: German sees the SU-152; Russian s 
but hts rifle company had heard the rifle platoon's l-type weapons firing last turn: 



Russian fires at the rifle platoon's square with the SU-152 and T34c. That is 46 factors (halving the T34 for the soft target); halved because 
Russian is firing uphill = 23. Halved yet again because the square is observed but not spotted. -11. The referee calculates odds of 1-1 ; rolls the 
die and gets a 2 (add 1 for the forest and it's a 3}. Dispersal. He inverts the rifle platoon counter and tells German that H- and A-type fire hit 
there and the SU-152 fired, but Russian is not told of the dispersal. 

Next, Russian moves his rifle company to 1-L-6 and close assaults the rifle platoon's square; moves the T34/85 to 1-M-4. End of movement. 

The referee tells Russian he can't get to 1-M-4 and places the T34 company on 1-L-4. He rolls the close assault [odds are 5-8 = 1-2). Die roll 
is 1 ; and 1 for the forest and subtract 2 for the CA, and you get DD: German platoon destroyed. 

The referee tells German He can see the T34/85 and the SU-152; and since the SGI II is next to the destroyed infantry, announces that it was 
destroyed by Close Assault. The Russian is told that he destroyed the infantry platoon and that he can see the SG III. 

German suspects the location of the Russian infantry, but has no identification. He marks the suspected location with a unit counter and 
intends to mortar that square in his 1urn. 



<5> 
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SERIES REPLAY 
STALINGRAD 




Of all the games to pick for a SERIES REPLA Y. 
STALINGRAD appears the most obvious. It is by 
far the most discussed and oft-played wargame of 
them all among the true hard core wargatner. It is 
only natural then that we present a replay on it. 
Indeed, not just one, but many — any game able to 
hold the fascination of our cult as long as this one 
has deserves widespread coverage and analysis. 

Our first attempt, printed below, might well be 
subtitled "How Not to Play Stalingrad. " At least 
that's what our neutral expert George Phillies 
would have us think. George is probably the best 
STALINGRAD player in the U.S. and is definitely 
the most widely read authority on the game. But 
then, after several hundred games against the kind 
of competition one finds at M.I.T. you'd kind of 
expect that. 

George makes no bones about evaluating the 
quality of play. All we say in defense of the 
participants is that even good players would pale in 
comparison to such expert analysis. Let there be 
no doubt about it; both players made mistakes — 
but then, that's what makes the game interesting — 
isn 't it? 

PARTICIPANTS: Dan Evans: German Player, 1 om 
Oleson: Russian Player 

BACKGROUND: Boardgamers with 20 years com- 
bined experience in both PBM and live play; AH 
staff members. 

RUSSIAN INITIAL PLACEMENT: 

I have given a lot of thought to my starting 
set-up. This is my reasoning: FINLAND: The 
maximum Axis force here is 22 attack factors, so 
they can just barely make a 3-1 attack by denuding 
the rest of the front. Generally this attack will not 
move towards Leningrad because it is a doubled 
position, so as the Axis units advance, they leave 
Helsinki vulnerable to a Russian counter-attack 



timed for the Fall or early winter. Just one 
exchange cripples the attack capability of the Axis 
here, because they can not reinforce, while I can. I 
want them to attack, and will fall back. If I have 
to, I can hold the entire front with only 3 units 
(J31,H36,D40) until the lakes freeze. 

Of course, some players prefer to concentrate 
forces on this front at the outset, try to get it out 
of the way, and release the forces involved just in 
the nick of time to stem the German advance on 
the main front. To do this, I figure that you need 
about 8 infantry units. I would rather use those 
units to deny the Germans good odds in the 
summer of 1941 on the main front. 

To confuse my opponent as to my intentions, I 
have some units at the start on the Leningrad front 
which are required in July along the Nemunas. 

BALTIC/CARPATHIANS: It seems to me that 
every STALINGRAD player should have this little 
chart: 



Soakoffs 
Hexes 

1 

2 

3 







1 



24 
46 
64 



16 
39 

58 



32 

52 



As will be obvious to anyone familiar with the 
game, this reminds you of the number of attack 
factors which the Germans can possibly concen- 
trate against the Russians from 1 ,2, or 3 hexes, and 
with no, 1, or 2 soak-offs. For example, from 2 
hexes even the most powerful German units can 
not get a 3-1 on a pair of 5-7-4's behind a river, 
because with two defending units, one soak is 
required, leaving the maximum attack factors 
available at 39 (3 x 14=42 required). 

This is why there is no need to have a 7-10-4 at 

SI 8 at the start, since with a sacrificial 2-3-6 at 

U18, the best German odds to cross the Nemunas 

/>n the first turn are 2-1. Of course, they may do it, 

but this is the kind of risk that the Russians have 



to concede to the Germans, and eventually it 
should pay off. A few doubled exchanges on 
German armor will hurt them more than the 
Russians. In fact, I think it is better to defend in 
this situation with two 5-7-4's, because it requires a 
soak-off, which a 7-10-4 alone would not, and 
because you are likely to have one unit survive 
even if you lose. 

Further south, some players stick their nose out 
at XI 5, but I don't think that it is any better than 
X16. Sometimes I like to put a 4-6-6 here to make 
it a little bit harder to destroy. I like to lose the 6 
movement factor pieces first, so they'll get back to 
the front faster as replacements. 

I have never tried this defense without a 
surprised reaction from the German player. The 
north looks naked, but it isn't. No good odds are 
available, and enough units can be brought up to 
hold the line in July, while at the same time 
releasing units to really put up a stiff defense 
further south. 

Here are the defense factors facing the Germans 
as they go south: 



Brest 
BB15 
CC14 

EE12 



BEST ATTACK: 

2-1 
1-1 
2-1 
2-1 



SQAKOFF REQUIRED ; 

vs. 60 factors 
vs. 62 factors 
vs. 7 factors* 
vs. 42 factors 



*would require two 7-7-6's r and would not breach the line of the 
Bug River. 

So, there are no attacks north of the 
Carpathians, except for the necessary sacrifice of 3 
small units, which present the Germans with better 
than 2-1 odds. In order to achieve even that, they 
have to risk important elements of their armor, as 
well as a costly soak-off in the majority of cases. 

HUNGARY/BLACK SEA: 



DEFENSE 

FACTORS BEST ATTACK 



SOAKOFF NEEDED VS 
DEFENSE FACTORS 
but nothing to be 
gained here 




The German attack in the center is made to break the rail line at BB15. However, the placement was faulty. The exchange cost 
the German his foothold at BB14. He should have switched his exchange piece with the 14th Armored. 



I he 1-1 attack on the 3rd Infantry "is" much" more than a 
desperate try to eliminate a piece. By making the 1-4 attack first, 
the German can dictate a retreat route north of Leningrad making it 
impossible for the 3rd to reach SI 8 in its turn. 
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The attack must extend two hexes south to 
undouble the LL14 position. This position is 
intended as bait. In order to get 3-1 odds, the 
German must concentrate armor in Rumania where 
it can be easily bottled up, as well as risking an 
expensive soak-off. 

GERMAN JUNE MOVE: 

Rather than make a normal "wait and see" turn 
that is common to my normal initial move in 
STALINGRAD, I've decided to gamble on the 
defeat of the Russian 3rd Infantry near Leningrad. 
Should any result other than my elimination or 
retreat occur (50% probability), the 3rd Infantry 
will be unable to meet its commitments at S 1 8 and 
next turn I should be able to storm that position 
with success. I am expending quite a few troops in 
the center which will be wasted if the Russian 3rd 
is not defeated. However, it is worth the gamble 
since it further weakens the center especially in 
terms of transportation to the area near SI 8. The 
south is strictly a "wait and see" affair. Things 
should be much weaker there after the first turn so 
I have committed enough force to present a threat 
when he cuts back on his defensive commitment 
here. 

RUSSIAN JUNE MOVE: 

The German's unexpected and successful 1-1 
attack on my 3rd infantry in Finland insures the 
fall of the Nemunas this turn. It was an interesting 
move, but had he been eliminated in the attempt the 
Nemunas would have been truly unbreakable with 
the large amounts of troops released from Finland 
in what would have been record time. The attacks 
in Finland are forced by his disposition of my 
7-10-4. Hopefully, 1 can destroy his 5-5-4 and 
prevent him from holding up in Helsinki. 

The counterattack at Cernauti was automatic. It 
will take more of an effort than a mere 4-4-4 to 
break the Prut although he will probably do so this 
turn. Fortunately, I block the railroad line so he 
can not hit the LL14 area very hard. The 
positioning of the 37th and 1 1th at DD14 is to 
preserve the 6th Armored's position. Despite 
having lost both 1-1 attacks I am not in too bad a 
position — offering only one delay piece this time. 
Fortunately, my opponent misplaced his exchange 
piece in his attack on the 1 4th Inf so the rail line 
remains unbroken. 




The Russian June move shows the gravity of the error perpetrated by the German at BB14. The now vacant square allows several 
Russian units to withdraw to 3-1 proof positions behind the Nemunas, 



GERMAN JULY '41: 

Needless to say, it seems I spent longer on my 
comments than on my move. The failure to cut the 
rail at Brest-Litovsk was unforgivable. This turn 



will alleviate the pressure on Finland and will apply 
great pressure on the Nemunas River line. Once 
again I am attacking Brest-Litovsk to cut the rail 
which will insure that the Russian will be unable to 
counterattack at SI 8. 




The success of the 1-1 attack on the 3rd Infantry last turn now makes itself felt as the Germans get a 3-1 on the 5th Infantry and 
force a crossing of the Nemunas. 




The Russians attempt to recoup after the 1-1 defeat on 3rd 
Infantry by concentrating their attack on the largest German piece. 
Unfortunately this meets with an exchange while F X2 escapes a 6-1 . 
The exchange on the 12th Infantry was met with glee by both sides. 



RUSSIAN JULY MOVE: 

The breaking of the Nemunas was expected. 
However, it is anticipated that we can delay in 
front of and hold behind the Divina-Minsk front 
until the Finnish situation is settled. The 6-1 on 
the 3-3-4 was to knock off the strongest Finn unit 
at no loss. Losses in Finland have already been 
high. 



The attack on the 48th Inf at BB14 was 
designed to once again preserve the integrity of the 
position at EE12. Barring an exchange it risks little 
more than the delaying unit 1 would have lost 
anyway and forces him to soak-off and saves 
ground as well. The Dnestr is 3-1 proof as he can 
not obtain 36 factors on 2 squares in the south 
where he has considerable force doing nothing. 
Should he chance another 1-1 1 still have the 
strength to counterattack. 




The Russians press their attack on the strongest German unit 
hoping to prevent it from fortifying in Helsinki. There is little 
danger of the other Finns scattering as they can cause no real 
damage by doing so unless the Russian fails to pursue. 



THE GENERAL 

GERMAN AUGUST MOVE: 

By removing two 4-4-4's from my center force it 
can be seen that what 1 need is volume of troops 
since I already have sufficient power so I brought 
back another 4-4-4. Despite the exchanges I still 
seem to be in good shape but the losses must slack 
off or [ will have to continue to leave armor off 
and draw on small dead units for volume. The 
attack on the 36th Inf will assure the breach of the 
Dnestr River next turn at either GG14 or HH16 
unless he puts two 5-7-4's there which, of course, 
he will do. The Russian is in good shape now since 
he will have sufficient units in the south for winter. 
I may gamble around Minsk to reduce his forces 
unexpectedly but not until winter when the full 
effect will be felt. Finland is still doing fine but the 
situation there is still in the dark. The rails are cut 
to give the majority of the force their best odds. If 
an attack is made in Finland then the units near 
Kaunas will have to hold their own. 1 expect 
Finland will hold for if the Russian does not strip 
off aide from there soon either Riga or the river at 
Kaunas will fall, or both. 
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A delaying movement is used on the Northern Nemunas while holding the rest of the river witfl 3-1 p^oof positions. The Russian 
attack on the 48th Infantry shows the aggressive nature of the Russian player which wilr later cost him the game- 



RUSSIAN AUGUST MOVE: 

My opponent correctly figured that I would 
ignore Helsinki to destroy the Finns menacing 
Leningrad from the north. He will probably retreat 
to Helsinki next turn where I'll leave him - 
garrisoning Leningrad waiting for him to venture 
out. The big move is in the south where if my 3-1 
on the 57th Armored works I'll not only have 
reduced his armor considerably, I will have gained 
ground in the south from which to delay. If it 
works he may be disheartened into an early 
surrender. I realize my chances of winning are 
better if I fall back but would rather win in '41 
than '43. The 2nd Infantry is at CC16 to deny the 
Pripyat crossing, as I want to delay from this 
square next turn. With my reinforcements due next 
turn and the ending of the Finnish front I should 
be in good shape for a fighting withdrawal to the 
Riga-Minsk and Southern Bug lines, barring ex- 
changes. 




The attack on the 36th Infantry caught the Russian by surprise and signals the beginning of the end for the Russian's southern 
defenses. A good attack. 




The Russian player is forced to ignore open Helsinki by the threatening posture of the Finns 
marching on Leningrad. In the south the Russian makes his final error by counterattacking against the 
57th armored. The exchanges which followed only made the next German move less spectacular. 
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GERMAN SEPTEMBER MOVE: 

The time has come for an all-or-nothing gamble 
to win the game. A 50% chance of winning the 
game is too much to pass up. An advance against 
the 17th and 7th will trap at least 6 units and he 
will be unable to close the gaps. If I lose the 2-1 1 
will probably lose the game. 

AFTERMATH: 

The shock of losing 9 corps in the space of 1 
game turn proved too much for the Russian. He 
soon conceded the game although his reinforce- 
ments and the German's weakened condition 
allowed him to put up a viable, if not strong, 
defense just south of the Bug and between the 
Divina and Minsk. However, when the 4 encircled 
Russian corps were eliminated in October it 
appeared to be only a question of time before the 
Russian line would break. The coming of winter in 
the south would almost assuredly have led to a 
German breakout. 

Had the Russian attacks not been met with so 
many exchanges and the Germans not come 
through with a perfect four for four, '1-1 and 2-1' 
attack record, the result might have been just the 
opposite. Russian strength in the south might have 
been just strong enough to counterattack the 
German bridgehead across the Dnestr and resulted 
in a bled-white German army. 



The German sees 3 chance to end the game quickly with two low odds attacks which will eneircfe 4 
Russian units in addition to the two attacked. It was a risky decision, and one which might not have 
been made considering the Russian exchanges on the previous turn. 




Both defending units were eliminated, trapping the bulk of the Russian army on 
the Bug. The successful German attack on the 42nd Infantry which affected an easy crossing of the 
Dnestr seals the Russian's fate. 



German— June '41 








THE ATTACKS . . . 


HOW THEY FELL 3 


. 41,14,57 Arm 


17X 


4 1 


DB2 


EE14 


1. FX4 

2. F Grp 0. FX7.26X 

3. RX1.I1X 

4. 1.6X 


2,6 Cav 
3X 

35.29X 
28,14X,3 Arm 


1-5 

1-1 
1-6 
1-5 


A ENm 

DB2 

AS2 

A Elim 


H32 
CC12 


4. 56,47,41,39 Arm 
13,7,20 X 

5. RX2.RX1, 12,8.11 X 


5X 

3 Arm 


3-1 

3-1surr. 


EXCH 

D Elim - 


4. 34,38,43,55,52,35X 
44,46,6R Arm 

Russian-August '41 


36X 


3-1 


EXCH 




5. 2RX, 14,41,47 Arm 14X 4-1 

6. 10Gren;4,3R X 11X 

7.8,9. Automatic Eliminations Vs. 2,7,1 5 Armor 


EXCH 
DB2 


LL15 


5 Gren 
6. 53 Gren 


9X 


1-4 


AB2 CC12 


1. 
2. 


8,9,10,11,37X 
6 Arm 


57 Arm 
14,41 Arm 


3-1 
1-4 


EXCH 
A Elim 


_ 


Russian— June '41 










7. 49,23,6,48,28 X 
24,57,14 Arm 


13X 


3-1 


EXCH 


3. 


1,4 Arm; 6 Cav 


FX2.FX6 


3-1 


EXCH 


- 


I. 22X 


F Grp 0,FX7 


1-2 


Exch 


- 


Russian— July '41 








German— Sept '41 










2. 12.3X.2 Cav 


26X 


3-1 


Exch 


- 


1. 37.10X 


RCav 


5-1 


D Elim 


1. 


56,47 Arm; 9,1 1,13, 
20X 


4X 


4-1 


D Elim 


- 


3. 1.4Arm;6Cav 


FX2 


6-1 


DB2 


H29 


2. 16/I7.11X 


48X 


3-1 


EXCH 


2. 


17.3RX 


4 Cav 


1-2 


A Elim 


- 


4. 16,17,2,42,6!3X 


4X 


5-1 


DElim 


- 


3. 1,4 Arm; 6 Car, 29X 


30X 


6-1 


D Elim - 


3. 


55,38,35,34X 


17X 


1-1 


EXCH 


- 


German— July '41 


24.8X 
64X 

4X 


1-4 
3-1 

1-4 


A Elim 
EXCH 

AB2 Kon 


igsberg 


German— August '41 

1. 56,47 Arm; 3 Gren 
RX2.1 1,20,13,9 X 

2, RX1 


2 Caw 
11X 


6-1 

1-3 


D Elim - 
AB2 CC12 


4. 

5 
6. 


6.23.48X 

53 Gren; 41 Arm 

5 Gren; 14 Arm 
28.R1.3 X 

4R.1R,54,RX4,43X 
43 Gren; 46.6R Am 


2X 

35X 

42X 


2 1 

3-1 

3-1 


D Elim 
D Elim 
D Elim 


- 


1. 29X 

2. IR,4R.17,2,5RX 
46.6R.44 Arm 

3. 9X 



THE GENERAL 

From the Judge's Corner 

GAME ANALYSIS BY GEORGE PHILLIES 

This game analysis presents comments written as 
J saw each move. 1 tried to took at each move the 
way I would if ! were the real player, and then 
consider what mistakes the real players made. In 
the final section "Aftermath," I take advantage of 
hindsight to point out the omissions and errors 
most costly to each player. 

Russian Set-up: This is one Of the more exotic 
defenses that I have seen. It is also somewhat 
inefficient at key points. The 2-3-6 on Y15 serves 
only to protect the flank of Brest-Litovsk. Since 
Brest-Litovsk could be made 3-1 proof by putting 
the 2SX in it and moving the 29X and 35X to 
BB15, this flank protection is not really necessary. 

The Russian player makes an extensive series of 
comments on his position North of the 
Carpathians. Some of these remarks do not seem 
accurate. In particular, the Russian player appears 
to believe that the German player must attack his 
units as a stack. The Germans can make a 3-1 on 
one of the units on CC.S4 by soaking off on the 
other one. However, an attack on CC14 is probably 
less useful to the Germans than a 3-1 attack on one 
of the units on FF1 1, since this attack would have 
the effect of forcing the San River. This attack 
would, of course, require three 1-3 soak-offs on the 
9X, 11X, and37X. 

Little favorable should be said about the Russian 
defense of the Prut. Its awesome aspect hides its 
rotten core. An attack on the Russian 4/ from 
MM13, NN12, 0012. and 0013 guarantees the 
destruction of the eavalary unit. (Rember that the 
Russians on LL14 and MM 14 are not doubled.) A 
German stack on PP13 will support the German 
units on 0013 in the event of a Russian counter- 
attack using 0014. 



German 1st Turn: The German did not attack 
FFI 1 or NN13, With the forces the German player 
has in Rumania, an attack on the 4Cav would not 
be too difficult. Since in many circumstances the 
6-9-6 can be almost as useful to the Russian player 
as the 7-10-4 is, the omission may prove costly. 
The German units on KK13 have no retreat for 
themselves, which makes the 1-1 attack even more 
risky. If the 2R X had been on CC13, with one of 
the 8-S-6s on BB14, the Russians would have had 
to counterattack to hold Brest-Litovsk and the Bug 
River. Also (although with the German position 
after their turn, it is not likely) a German unit on 
BB14 would keep the Russians from surrounding 
the German units on CC13 in a counterattack. 



Russian 1st Move: The Russian move has not 
improved his position. The German 30X or the 
F6X can reach G33, trapping some of the Russian 
units in Finland. In the center, the Germans can 
attack (without retreat.) the 3 and 6 Armored. An 
attack on Brest-Litovsk from ZI5 and AAI4, with 
the 13X being retreated to CCI5, leaves the 
Russians with 5-6 units in the north-center. (Had 
the 7-10-4 been in Brest-Litovsk. it could have 
reached SI 8, thus saving the Russian defense of the 
Nemunas.) Of course, the German does not have 
enough pieces to make all of these attacks. 
However, Russian players have rarely been able to 
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defeat the Germans by giving the German player 
more targets than he can profitably attack. 

In Rumania, the Germans have 3 surplus of 
opportunities. There are 5 Russian units where 
they can be attacked at 3-1. Some must be soaked 
off against, but this is a good opportunity for the 
Russians to lose a few units to no purpose. (The 
Russian player may be gambling that since the 
Germans refused last turn's attacks in the South, 
they will refuse to attack this turn there, too.) 

German Jufy Move: The German's luck on this 
turn was poor. However, the Russian player's 
position is difficult. He has lost the Nemunas, and 
the division of his forces north and south of the 
Pripyat marshes is not good. Since the German did 
not block the railroad at 1-3 1 , all of the Russian 
units in Finland could get at least back to Riga. 
The German stacks at LL12 and MM12 seem 
wasted. They could have been used to attack the 
Russian units on the Prut, which might have killed 
a Russian piece. This attack would also keep the 
Russians from delaying on LL14 and holding 
doubled positions elsewhere. (Whether the Russian 
can afford to use a delaying unit like this is another 
question. If the Russian is to win from this 
position, he must be very careful to minimize his 
losses. ) 

Russian July Move: The Russian counterattacks 
preserve more than an impression of strength. By 
taking advantage of terrain, the Russian should lose 
only one piece in the North. However, by taking 
Z18 and AAI7, the German will work around the 
other end of the Nemunas river line. The great 
expense in this position will be the exposed units 
on CC15 and CC14. Each stack can be attacked, in 
the open, by two stacks of German units. This 
could cost the Russians 2-3 pieces. Of course, the 
German has previously refused to attack similar 
positions on previous turns, so the Russian units on 
these two squares may be safe. If the 2X were on 
HHI4 and the 8X moved to HH12, the entire 
southern front would be 3-1 proof. This would 
reduce the strength on the CC file, but it would 
insure that the Gerinan forces in Rumania 
remained ineffective. 

German August Turn: Taking a Rumanian cavalry 
and a Finn 2-2-4 as replacements, and deploying 
them to hold the Nemunas, would have freed the 
53rd Grenadier and the 8th Infantry for attacks. 
The 6-1 in the North is overkill; by dropping it to a 
3-1 still more units could have been released for 
attacks against the undoubled units in the center. 
The need for this would have been more apparent 
if HH12 were 3-1 proof, since in that case the 
German would have been obviously immobile in 
the south. 

The F2x and F6x can be surrounded and then 
attacked separately or as a stack. If the F2x were 
on F33 or F32, the German position in Finland 
would be greatly improved. 

Russian August: The counterattack that the 
Russians made lost 3 pieces, and left the Russians 
in the open. Futhermore. a counterattack in the 
Brest-Litovsk-LH12 area is a complete waste, since 
the German player is able to make a 3-1 onHH16 
this turn, which effectively forces the Russians to 
withdraw to the IS file or thereabouts. Inter- 
changing the 4/and the 42x would have helped this 
position. 

Gerinan September Move: The German attacks in 
the center, surrounding a large portion of the 
Russian Army. This attack plan, whatever its 
success, appears to be based on a lack of judgement 



coupled to a mathematical error. Since the chance 
that the 2-1 will succeed is 2/3, and the chance 
that the 1-1 will work is 1/2, this attack plan has 
one chance in three of succeeding. If the German is 
very unlucky, and rolls a pair of A-Elims, he will 
have converted his excellent position into a bal- 
anced game, which he may lose. (The German's 
estimate that if he rolls a "6" on the 2-1 that he 
will surely lose is a trifle too pessimistic.) 

The error in judgement, one made by many 
Germans, is that the German player must establish 
a winning position in the first few turns, or not at 
all. This laek of patience leads to massive low-odds 
attacks on the first turn - the turn that the 
Russian position is strongest. There is a time for 
some 1-ls, 1 -2s, and even 1-3 envelopment attacks. 
That time, however, is later in the game, when the 
Russian does not have many available reserves. 

if the Germans had a few factors of accumulated 
replacements, they could have replaced a 7-7-6, 
making the 2-1 attack into a 3-1. There are times 
when bringing back infantry as fillers is important, 
but bringing back infantry on the first few turns is 
not often sensible. This is especially true if the 
German player already has stacks of infantry with 
which he is doing nothing - the situation which 
prevailed on the August turn. If the German player 
is scraping for every factor, replacing a 4-4-4 with a 
Rumanian may be valuable: but if the German has 
more pieces on the board than he can use, the 
replacement factors might as well be accumulated. 



Since the game is played using exchange at 
attack (defender & attacker losses are calculated in 
terms of the defender's attack factors), three rather 
than four 4-4-4s would have been enough for the 
attack on the 1 7x. An exchange will only destroy 
two 4-4-4s, leaving the rest to advance in. 



AFTERMATH: The play of this game into further 
turns would illustrate the importance of good 
weather to the Russians. If the weather turns bad, 
Russian units pile up on the railroads between the 
replacement cities and the front line. This slows 
down Russian replacements. Given the weakness of 
the Russian player, this could easily lead to the 
appearance of holes in the Russian front line. 

Some of the Russian comments merit response. 
In almost no case would it have been objectively 
possible for the Russians to push the Germans back 
across the Dncstr (although with this German 
player, who seems to hang back from good attacks 
in order to make poor ones, it might have been 
possible). In general, in order to force a player 
back across a river, counterattacks must be made in 
such a way that all river squares of the river end up 
in the zones of control of the counterattacking 
player. If this cannot be done, the player who has 
crossed the river can move more units across the 
river, so as to be able to undouble the counter- 
attacking player's units. 

The German player never got around to 
attacking EEI2-FF11. This allowed the Russian 
player to hang on to the northern end of the 
Carpathian mountains for an unreasonable number 
of turns. Remaining in the CC14 area until 
September did seal the Russian's fate, but only 
because of a series of errors and bits of bad luck on 
the part of the Russian player. The German player 
should have taken FFI I on the first turn. 
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THE LUCK FACTOR 


Turn 




Expected 

Avg. Loss 

German: 22.9 factors 
Russian: 19.3 factors 


Actual Loss 

German: 16 factors 
Russian: 16 factors 


German 


-June '41 


Russian 


-June '41 


German: 
Russian: 


8,9 factors 
5.1 factors 


German: 

Russian; 


14 factors 
13 factors 


German 


-July '41 


German: 
Russian: 


16.8 factors 
20,7 factors 


German: 
Actual: 


35 factors 
27 factors 


Russlan- 


-July '41 


German : 
Russian: 


6.6 factors 
2,0 factors 


German: 

Russian: 


9 factors 
6 factors 


Garman 


-Aug J 41 


German : 
Russian: 


5.6 factors 
13.9 factors 


German: 
Russian: 


1 factors 
13 factors 


Russian- 


-Aug "41 


German: 
Russian: 


8.4 factors 
8.7 factors 


German: 
Russian: 


12 factors 
25 factors 


German- 


-Sepi '41 


German: 
Russian: 


23.4 factors 
21,8 factors 


German: 
Russian: 


1 7 factors 
32 factors 


The Game 


German: 
Russian: 


92.6 factors 
91 .5 factors 


German; 

Rus&ien: 


113 factors 

132 factor; 


Luck Factor: 


German: 


-22,0% 


Russian:- 1 


-45.6% 



THE LUCK FACTOR 



A glance at the luck factor chart shows above all 
else that this was a very "bloody" game. Retreats 
were rare, and exchanges plentiful. The result was a 
very high rate of attrition which gave both players 
a negative luck factor; i.e. they lost more than they 
should have in their attacks and didn't escape with 
DB2's as often as they should on defense. 

Yet this doesn't answer the question of who 
"Lady Luck" favored - if anyone. Saying both 
players were unlucky is tantamount to begging the 
question. Simple arithmetic shows that the Russian 
luck factor was twice as bad as the German's. This 
factor is compounded by the fact that the Germans 
won the battles they had to win where they stood 
to lose the most in the event of misfortune. A 
review of the game shows the Germans winning 4 
out of 4 1-1 or 2-1 attacks. Lucky? Yes definitely 
. . . but what about all the German exchanges? 



Most experts will admit that a doubled exchange 
in 4-5-6 STALINGARD isn't really all that bad. 
And even if it were the German losses to these 
attacks hurt them far less than did the Russian's 
preponderance of exchanges. 



Looking at what should have happened (93 
German factors lost to 92 Russian factors) it seems 
safe to assume that the rate of attrition would have 
been in favor of the Russian. Unless tremendous 
losses can be imposed on the Russians early, it 
takes a far more favorable attrition rate to wear the 
Russian down than the German had any right to 
expect in this game, considering the manner in 
which the game was played. 



All told then we must find in favor of the 
Russian player. Had Lady Luck been more neutral 
in her decisions, the Russians would have probably 
prevailed. 



DESIGN ^AN/VLYSIS 




GUN 88mm L56 EffRng 3000m 
AMMO 92 PEN 4.9" 2 MG 34 
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Randy Reed is the man who is mainly 
responsible for the "new generation of games" here 
at Avalon Hill. Since joining us in July of '72 he 
has impressed us and the wargaming world in 
general with his talent for detail and ability to 
work play ability and play balance into any design; a 
factor which should become even more evident 
with the spring release of his next design. 

Besides RICHTHOFEN'S WAR Randy has been 
involved in the play test of all the Avalon Hill 
releases since his employment and quite a few prior 
to that. The redesign of TACTICS II was also his 
doing. Mr. Reed will be playing an ever increasing 
role in the production of new titles for Avalon Hill 
so his commen ts are well worth considering. 



DESIGN CREDITS: RICHTHOFEN'S WAR 



RICHTHOFEN'S WAR, first of the 'New 
Generation' of Avalon Hill games, has been avail- 
able for some ten months or so; long enough for 
the 'birth pains' of the concept to have surfaced. 
Fortunately, there have been few quirks to resolve 
in later printings outside of the usual handful of 
typos in the Scenario Cards explained elsewhere in 
this article. I now have some idea of what 
Broadway directors go through on opening night. 
No matter how much checking or re-checking was 
done, I could never shake the feeling of impending 
doom prior to the game's release. Visions of 
hidden 'obvious' errors or sure-win strategies 
danced in my head. All for naught; so far. Except 
for the following most-asked design questions, I 
have been left in relative peace to pursue AH's 
spring release. 

Since these questions have been repeated more 
than a few times, let me answer them here: 



Q: The vertical climb/dive rates seem out of 
proportion with the horizontal distance scale. 
Why? 

A: That is correct, and for a very purposeful 
reason. The vertical distances were 'stretched out' 
by means of a multiplier to provide more meaning- 
ful differentiation in climb/dive capabilities 
between aircraft. For example, under a straight 
scale system, many differences cannot be shown 
between aircraft with climb capabilities clustering 
around 100 meters/turn using a 50 meter interval 
(the horizontal scale). The important thing was not 
absolute accuracy, but relative reliability (i.e., the 
way one aircraft performs in relation to other 
aircraft, not to rigid performance stats.) 
Q: I've read a lot about pilots attacking 'out of the 
sun' and using cloud banks to hide in. Why weren 't 
they included in the game? 
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A: Besides the obvious difficulties in attempting 
to simulate gross atmospheric conditions in an area 
less than four square kilometers there is a question 
of need. In a game where so much knowledge is 
available by a glance at the mapboard, it is difficult 
to implement a surprise attack out of the sun. The 
'element of surprise' is the most difficult character- 
istic to simulate. To do so would have required a 
great amount of space and quite a few additional 
rule sub-systems. In my mind, there is enough in 
the game, without those things, to keep most 
people happy. 

THE 'MANEUVERS' QUESTION 

By far the most oft-voiced 'criticism' of 
RICHTHOFEN'S WAR concerns the alleged lack of 
real, old-time, genuine WWI Flying Ace-type, 
'maneuvers' like the Immelman, the Loop, the 
Falling Leaf, etc. This criticism, although under- 
standable, is lacking in two specific points: 

1) All indications point to the conclusion that 
fancy, radical maneuvers were sparingly used in 
combat by the average pilot. Certainly they were 
exceedingly rare maneuvers in the repertoire of the 
really excellent pilots. If ever a pilot found himself 
in a position where he absolutely had to pull off 
one of those fancy maneuvers that could possibly 
tear his wings off (or get him shot out of the sky), 
he had already made a very big mistake. A cursory 
look at the Dicta Boeike shows reliance, not on 
fancy 'barnstorming' maneuvers, but on strict 
application of fire-position maneuvers. Diving is 
the most mentioned 'maneuver'. In line with 
Boelke's iron-hard doctrine of 
the-Jasta-fights-as-a-unit, it is inconceiveable that 
he would condone a skyful of German pilots 
executing half-loops, Immelmans, barrel-rolls, and 
the like. As an exacting student of Boeike, 
Richthofen, contrary to popular fiction, didn't 
'dogfight.' He meticulously stalked his target, lined 
up his shot, went in, made the kill, and got out. He 
was a wily hunter, not a reckless scrapper. For 
many casual students of the era, the exploits of 
myriad pulp-fiction heroes and the real-life antics 
of the barnstormers of the twenties and thirties has 
all but obscured the true character of air warfare 
in that conflict. It is an interesting reflection on 
human nature that even REAL WWI aces have been 
caught 'gilding the lily' when recording their 
biographical exploits for popular consumption. 
(Rene Fonck being perhaps the most conspicuous.) 

2) Most maneuvers that critics claim are NOT 
included in RICHTHOFEN'S WAR are, in fact, 
there. Here, we face a problem of definition. 
'Maneuver', under one set of parameters, could 
include only the circus-type operations already 
discussed; yet under another set of parameters, 
include any type of guidance/avoidance operation 
that alters an aircraft's course or flight attitude. In 
terms of the latter definition, the following 
diagramatically illustrates the previously dicussed 
possibilities: 
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THE SIMPLE MANEUVERS: Perhaps not 
thought at as soefc, dim tune, diving and liwizonUl 
flight in straight lines jre the moil basic 
maneuver*. EiML- variations on these theme* allow 
guitaiKf maneuvers; banks, I urns of various 
degrees, and even circling; 




THE COMPLEX MANEUVERS- KM?m& in 
mind the above arguments we herein offer the 
following VKOttC maneuver*. Sc-me of the more 
characteristic aircraft attitudes art net viable lor 
presentable) due to Ihe rattier large scale i>f the 
iarUt [I hef-50 meter; hoi iron fa 1 and one vertical 
In altitude): 



HANK 

(continue on new bearing) 



TIGHT TUSN (vertical Bank) 
altitude Eos less than 5(1 m_ 




BANKOstli return to original bearing) 



THE HAMMERHEAD STALL 

altitude less less than SO m 




ONE FINAL NOTE: some aircraft do n 
the performance capabilities 10 execute these 
Ih any degree or Hrc-positon flexibil- 
ity. Specifically, those aircraft with Maneuver 
Schedules 'A' and Max speeds of T and '8', 



ARCHIE 

a Richthofen's War varient 

Anti-aircraft fire in RICHTHOFEN'S WAR was 
purposely played down to conform to scale limita- 
tions and to reduce the amount of 'distraction' 
from the airborne aspects of the game. Heavy 
anti-aircraft weaponry is completely excluded in 
the original design and with good reason: players 
will find that using the following 'heavy' anti- 
aircraft artillery in the game will be a bit like using 
an over-and-under shotgun to kill a canary in a 
closet: a bit much. A great deal more could have 
been done with target acquisition (leading the 
target, fuse-delay, fire patterns, etc.) but we will 
leave this as a task for the readership if anyone 
finds it necessary. 

These guns are represented by the following 
types of counters, included in the Readers' 
Response Page, containing game-relevant data: 

field-of-fire (traverse) arrows 



symbol 



r^ 



r © 
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maximum vertical range 
(in hundreds of meters) 



35- 3,4 



type 



acquisition range 



A. PLACEMENT: 

All rules governing placement of MG & AA units 
apply to Heavy AA counters with the following 
addition: Heavy AA counters must be placed a 
minimum of three hexes from each other. 

B. FIRE PROCEDURE: 

Heavy AA fires in the Defensive Fire Phase of 
the owning player's segment: 

1) Select Target: 

a) targets must be below maximum vertical 
range of gun. 

b) no heavy AA can fire at targets at less than 
1500 m. altitude. 

c) heavy AA guns have unlimited horizontal 
range on mapboard: i.e. the entire mapboard. 

2) Field-of-Fire : targets must be within the 
Heavy AA unit's field-of-fire to be fired on. The 
field-of-fire for all Heavy AA guns consists of all 
hexes within the front facing TWO hexsides of the 
AA counter. The facing symbol indicates which 
two hexsides define the field-of-fire. ADDITION- 
ALLY, Heavy AA units may not fire at targets 
within four hexes (inclusive) of the HAA counter. 

3) Traverse: once placed on the mapboard, 
Heavy AA guns may never be moved from their 
original placement hex. However, they are allowed 
to ^change their facing ONE HEXS1DE in either 
direction at the beginning of the owning player's 
movement phase. Facing indicators must always 
conform to the mapboard hexes as in the regular 
RW rules. 



4) Target Acquisition: if the intended target is 
within the HAA's field-of-fire, two dice must be 
rolled to determine if the target is 'plotted' 
accurately by the gun directors. Each counter 
indicates the "acquisition range' for each type of 
gun which is the dice roll number required to have 
the target properly plotted. For example, the 
British 1 3 pdr. requires a dice roll of '3' or '4'; the 
British 3-inch gun requires a dice roll of '2', '3', '4', 
or '5*. Two dice are rolled for EACH HAA counter; 
if the proper number is rolled, the HAA counter is 
allowed to roll on the HAA-TDT (below) to 
ascertain damage. 

5) Effect of Fire: Heavy AA TDT: 

a) Heavy AA guns may only fire on the 
HAA-TDT if the target has been properly 
plotted via Target Acquisition. 

b) Heavy AA-TDT procedure is the same as 
used for any other AA unit: roll two dice, 
cross-index dice roll with proper type of 
HAA. 

c) The entire process of determining field-of-fire, 
rolling Target Acquisition, rolling on the 
HAA-TDT, is completed for each HAA unit in 
turn before proceeding to the next. 



6) HEAVY ANTI-AIRCRAFT 
DAMAGE TABLE: 



6 7 8 <■> 10 



TARGET 





TYPE 


NATIONALITY 


RATEOFFIRf 


HORIZONTAL 
RANGE 


VERTICAL 
RANGE 


MUZZLE 
VELOCITY 




1 3 pdr. 


British Cl6-']8) 


6- 1 rpm 


8,200 yds. 


13.000' 


] .700 fps 




3 inch 


British ('17-' 18) 


15 rpm 


10,500 yds. 


18,000' 


2,500 fps 




75 mm. 


French ("1.7-'18| 


1 5 rpnt 


10.000 yds. 


16,400" 


1.700 fps 






German ('16-18) 


6- 1 rpm 


8,700 yds. 


14,000' 


1,500 fps- 


■■■ 


88 nun. 


German i'W-'IM 


10 rpm 


1 1.800 yds. 


12.600' 


2.600 fps 



DICE ROLL 


TYPE 


13 pdr 


3 inch 


75 mm. 


77 mm. 


88 mm. 


EmmSMKmmKm 






2 4 5* 
I 3*5* 
4* 
S* 



- I 



11 


12 


4* 


6* 


7* 


8* 


7* 


Q* 


5 


6* 


/ 


8* 



2 4 



C. USING HEAVY AA IN THE GAME 

To facilitate the creation of original scenarios 
employing Heavy AA we offer the following bits of 
information: 

1) Don't hesitate to use Heavy AA (and for that 
matter regular AA and MG units) in other 
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RW-ERRATA 

We are happy to report that only a few minor 
problems have surfaced in the first ten months 
since RICHTHOFEN'S WAR was released. The 
Scenario cards have been revised to correct a few 
typographical errors. The new Cards are identified 
by "2nd Printing — June 1973" in the lower right 
corner of Scenario Card. The changes incorpo- 

rated in the new printing are as follows: 

Scenario No. 3: Basic Level-one NIU/17 (at 
4400 m.) 

Scenario No. 4: Basic Level-change altitude of 
all aircraft to 2000 m. 

Additionally, there is one change to the 
Campaign Game Rules, suggested by Staff member 
Dave Roberts, which is being seriously considered 
for the next (future) printing of the Rules folder. 
Readers are encouraged to try out this change and 
let the R&D staff know what you think: 

Campaign Game Rules: sect. IV 10) — after 

sentence rounded off to nearest 1000 meters . 

"All aircraft of one side must start the game 

within 1000 meters (ait.) of each other; i.e., the 

altitude difference between the highest aircraft 

and the lowest must be 1000 meters or less." 

This anticipated change is necessary to pre-empt 

a possible Allied tactic best described in football as 

a "spread formation" with some aircraft at ceiling, 

and others 'down on the deck.' 



Scenarios besides Balloon Busting. Keep play- 
balance in mind: starting altitudes and the number 
of AA-types included are good adjustment 
mechanisms. 

2) Density is very important. More than six 
Heavy AA units is tough opposition for one 
aircraft executing a bombing mission. Unless a 
solitaire game is envisioned, use Heavy AA units 
judiciously. 

SIMPLIFIED TACTICAL 
AA ORGANIZATION 

The battery was the primary tactical formation 
for artillery in WWI. With respect to Heavy AA 
(basically Sight field guns), the French used a 
four-gun battery, the British used a six-gun battery, 
and the Germans used a six-gun ( M4-*15) and a 
four-gun battery (after '15). Each Heavy AA 
counter represents one gun. It is recommended 
that no more than one battery (or less) be 
employed on the mapboard at one time for any 
one side. Any number of regular AA and MG units 
may be added as target defense or battery support 
weaponry: 



FRENCH: 

lSl7S 



BRITISH: 

23 13pdr 



4 (75mm) 



i6(13pdr) 



GERMAN: 

IS 



6 (77mm) 



'18 El 
£14 77 ISI 



4 (88mm) 



G 



LUFTWAFFE 



ORGANIZED 



Advocated here is a playing aide for antago- 
nists in the LUFTWAFFE game. Mr. Harmon has 
subdivided the target areas into groups, with 
capsule commentaries on each area's strengths 
and weaknesses. We suggest you draw similar 
boundaries on your target sheets to facilitate 
quicker decisions in regards to the best defensive 
placements and bombing allotments for each 
quarter. 



In terms of strategic options, LUFTWAFFE is 
probably the most flexible of all Avalon Hill 
games to date. The American player has an 
amazing variety of attacks to choose from; his 
antagonist must defend the entire board and 
deploy carefully. 

Both sides are confronted by a mapboard 
bristling with no less than 19 targets, scattered 
unevenly across the board. To plan his defense, 
the German player must consider the main routes 
of approach, the enemy's intentions, and, most 
important of all, determine what is worth defend- 
ing. The American must plan his missions accord- 
ing to what is worth attacking, how to keep their 
formations concentrated as long as possible, and 
how to attack with the least casualties. 

To facilitate planning on both sides, 1 offer the 
following system of dividing and analyzing the 
target cities. As illustrated, the board and the 
targets have been divided into 15 arbitrary sec- 
tors. These sectors consist of discernible group- 
ings of targets, distinct from other areas. These 
sectors fall into four fronts - Main, Southern, 
Eastern, and Interior. 



MAIN FRONT: Containing most of the targets 
and airfields, the Main Front is the closest to US 
bases in England and France. It is the scene of 
most of the fighting. Its sectors are: 



Netherlands: 1 target (1 aircraft factory). 
Amsterdam is usually the first to go. US fighters 
quickly make the area unusable. 

The Ruhr: 6 targets. Targets here easily 
reached and eliminated. Airfields as unsafe as 
Netherlands, but useful if US fighters are not 
present or used for close escort. No aircraft 
factories in the area. 

Rheintand: 10 targets (3 aircraft factories). Can 
be eliminated early, but at high cost. Vulnerable 
and unsafe in '45. 

Hansa: 6 targets (2 a/f). Western cities open to 
attack from England: other targets vulnerable to 
sneak raids. If US bombers can get across Dutch 
frontier or Baltic coast intact (.and they generally 
can) they'll get their targets. Once all targets in 
Hansa are gone, German can pull out and 
centralize his defense. 

Hesse: 6 targets (2 a/f). Close to the R line but 
somewhat safe for Germans. The cities will go 
quickly but the US will face first real resistance 
here heading east. Aggressive US fighter sweeps 
can dislodge the Germans, but with difficulty. 



by Robert D. Harmon 

Franconia: 2 targets (2 a/f). Remote; threat- 
ened only by shuttles to and from Italy until '45, 
Not vulnerable until '45. 

SOUTHERN FRONT: The US can use his 

entire capability here, but against fewer and more 
distant targets than in the Main Front. German is 
hampered by a lack of airfields. Approachable 
from Italy. The sectors are: 



Ausland: 7 targets (5 a/f)- Somewhat vulner- 
able. Should be defended as long as possible. 
Overland shuttles to/from Russia most practicable 
through here. 

Linz: 2 targets (1 a/f.), Wide open; hard to 
defend. 

TyroVia: 7 targets (4 a/0. Defensible until '45. 
Of less value than Ausland but better location: 
Tyrolia is the back door to Germany. Only 
Southern Front sector with ample airfields. 



EASTERN FRONT: More remote than Interior 
Front but approachable from Russia and the 
Baltic. An area the US cannot afford to postpone 
neutralizing until the last moment. This front 
characterized by small forces and a lack of US 
fighter strength. Eastern front sectors are: 

Pomerania: 3 targets (2 a/f). Open to sneak 
raids - but can be defended. A good central 
location for defense of the Baltic coast and 
interior regions. 

Ostland: 3 targets (3 a/f). Vulnerable to both 
Russian-based and sneak raiders. Not especially 
worth defending. 

Silesia: 3 targets (3 a/f). Remote and isolated. 
Main threat will come from Russia. Important 
because of location but not valuable enough to 
warrant its own air units. 



INTERIOR FRONT: These sectors are alike 
only in that they are the most remote from all 
routes of approach. The last-ditch fighting will be 
over this area (if the US has the sense to 
eliminate the Eastern Front). Sectors: 

Anhalt: 1 1 targets {8 a/0. Heart of the aircraft 
and petroleum industries. Vital and defensible. 
Anhalt is the scene of the most savage fighting. 
Best approaches: from England and France, al- 
though sneak raids are a faint possibility. 

Bohemia: 6 targets (3 a/f). Few airfields; 
incoming bombers must be handled further out. 
A lack of airfields to the south means the best 
approach is from Italy, despite the distances 
involved. Harder to defend than it looks. 

Tempelhof: 6 targets (4 a/0- Mainly threatened 
by sneak raiders. Defense should be conducted 
over Pomerania and Anhalt. Tempelhof can and 
must be held; it will usually outline even Anhalt. 

German defense must consider the routes of 
approach represented by the Fronts: England/ 
France, Italy, the Baltic, Russia. The Main Front, 
with its array of targets and airfields, will be the 
most often attacked, and the most heavily de- 
fended. 
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One note: although not all versions of the rules 
- Basic, Tournament. Advanced - require that 
all units take off and land in unison, [ find it 
tactically expedient to keep them together and 
concentrate all of a given type into one or a few 
local attacks: in other words, hit them with the 
mostest. 

Back to the Main Front - the Me 109s can't 
operate anywhere else. The Main Front has the 
airfields: the 109s should be concentrated in 
Hesse to be in the center of all of them. The 
Fwl90s, formidible but with almost as short a 
range, should all be based in the Rheinland. 
There they can assist the 109s or be shuttled to 
the south if necessary. These aircraft should 
handle defense of all Main Front sectors; no 
sector should have its own units. Defense here, as 
in the other fronts, should be a front-wide 
operation. If it becomes apparent that one group 
or more of bonibers will get through, the German 
will have to decide which sector to sacrifice for 
the sake of the other areas. 

Hansa is secondary; most raids will be to the 
south. To keep the Mel09 school units out of 
trouble, though, it might be advisable to post 
them along Hansa's exposed Baltic coast where 
they can defend or act as a reserve. 

In the open spaces of the Southern Front, the 
German should post his Mel 10s, Me4IOs, 
He219s, and any other twin-engined fighters (as 
needed) in a wide belt extending from Munich to 
Gyor. If the US comes after southern Germany in 
force the Fwl90s can always be called down; 
otherwise, the twin-engined fighters are suitable. 
The area is not worth anything else. 

Usually the US won't bother to post more 
than 1 or 2 factors of bombers in Russia — a 
serious mistake. One Dornier group stationed in 
the Lodz area will adequately defend against this. 



More US aircraft will require sending He219s or 
Mel 10s to help cover. 

ECONOMIC DISTRIBUTING BY SECTOR S 

Sector No. of t argets RR centers Factories: 
oil a ircraf t 

Anhait ' i'JSHBHHH^HHHHUH 

Rheinland 10 1 9 3 

AusiarKk: ■.•/.•. ■"-I- ■-. .-.:4-. ■'■■ 6:. ••-•■HfHHWH 

Tyrolia 7 4 

Tempelhof. -"'6. ; .2 ! '-' 4 

Bohemia 6 2 3 

Hesse 6 4 2 

The Ruhr' '; .■ 6 2 ' 3 -■'.... ' ;"' 

Silesia 3 3 

Ostland. . ' : ■ : ''3 : :'; : .. v -',0' '-'.'•• " !;■■ WEBS 

Pomerania 3 2 

Netherlands I 1 

Aircraft, oil, and railroad targets are, respec- 
tively, the most important targets - and the only 
ones directly affecting German tactical strength. 



The Baltic is usually the main scene of action 
on the Eastern Front. Assorted school units and 
Ju88s will suffice, placed in Pomerania; a few 
other twin engine units may be sent in to help. 
The pivotal airfields for the entire Eastern Front 
are Kolobrzeg and Torn, for obvious reasons. 

Particularly in the Baltic area, but on all 
fronts, the Germans must take care not to let the 
US slip through and reduce the Interior Front. 
Templehof especially must be guarded; Anahlt 
and Bohemia are more forward and the Berlin- 
Sorau area is usually the final target area on 
which the whole game will turn - unless it is hit 
from behind. 




The Fwl90s, under this system, are the only 
units that can move from one front to another - 
it is somewhat wasteful to keep far-flung defenses 
but the German must prepare for all contin- 
gencies - if he clumped his forces in the center 
he would give the US a free crack at the 
outer-lying areas and hasten an awful reckoning. 
The only way the Germans can expect to utilize 
the principle of mass is locally. 

Which brings me to tactical doctrine. To make 
this defense work the German must hit hard and 
often in all areas. To stop the bombers, the best 
bet is to gather the entire front's forces together 
and jump on the enemy in one big smash — then 
give him an 'escort.' By the same token, the 
American's best means of blunting the Luftwaffe 
is to kill their fighters in the same manner — hit 
hard with everyone available. 

Often, the American player will make the 
mistake of using his entire fighter force as an 
escort. True, the weaker fighters are good for 
nothing else. Also, it is somewhat true that a 14+ 
factor escort will slow the Germans down. But 
the latter case, with most or all US fighters 
chained to their "big friends," will allow the 
Germans to advance into bases in the Ruhr, 
refuel, and get at least one extra turn of "the big 
smash." Also, a big escort will discourage weak 
attacks - but a determined German will gather 
his forces and hit so hard that he will break the 
escort's back (he must, for if he doesn't, retalia- 
tion will be swift and terrible). 

US "heavy" fighters - P47s and P5 Is — are 
better-used in "hunt" operations. Aggressive 
sweeps will intimidate or blow the German out of 
forward airfields and will bite big chunks out of 
anybody molesting the bombers. 

In fact, attrition is a key factor. US fighters 
are expendable; the German, however, does not 
rise like the phoenix from his own ashes. Once 
aircraft factories begin to go (about mid-'44) the 
German's accumulated replacements will start to 
decline. The German is over a barrel - he must 
stop the bombers, but with minimal losses. 

And the bombers themselves are a weapon. 
Kept together as long as possible (especially if 
targets are all in one sector or on the way there), 
a formation will extract its own pound of flesh. 
Sector-strike planning will mean that the bombers 
will stay together to within one turn or less of 
the strikes, and thus gain the maximum defensive 
firepower from their massive umbrella formations. 

The US should study the sectors to see how 
they are important to his own planning. This is 
easy in the southern, eastern, and Baltic regions, 
and is best left to the individual. Some sugges- 
tions in the Main Front are necessary, however. 

Early attacks on the Rheinland may be more 
trouble than it's worth. There are 10 targets 
there, but most or all can easily be eliminated in 
'45. Better to spend the effort neutralizing the 
Southern and Eastern Fronts before '45. Obvi- 
ously Hesse, the Ruhr, the Netherlands, and 
Hansa will go before '45 also. Any deeper forays 
should be directed at Tempelhof and Anhait. 
Templehof is reachable from the Baltic and 
should be cleaned out as early as possible; Anhait 
will be fiercely defended but its early loss will 
mean much in a battle of attrition. With Anhait 

and Tempelhof partly or wholly eliminated, the 
final missions on Bohemia should be a mop-up. 
Theoretically . . . 
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Dear Sir: 

As I am sure you are aware, the biggest 
departure from reality in wargames is that the 
opposing players can see the entire dispositions of 
the enemy forces. The secret "at sea" dispositions 
of forces permitted in TACTICS II, and the 
fundamental character of games such as MIDWAY 
and JUTLAND are the closest anyone has come to 
solving the problem. 

One solution to the problem of forces visibility 
is to play the games on three mapboards, using a 
referee for the third board. Naturally, this would 
require refinements in the rules to increase the 
realism. The problem in locally developed and 
applied rules of this nature is the unwillingness of 
certain kinds of payers to accept the rules as final 
authority for arguments thay may develop. In 
addition, many of the players of wargames have 
never been shot at in anger by anyone else and 
therefore have no feel of what it means to be 
intervisible, within optical range, or within firing 
range of a units weapons. Often I suspect that the 
staffs of the wargames publishing houses have 
never experienced the "feel" of combat. 

I have played TACTI CS 1 1 with five players on a 
side. One of these is the principal player who 
represents the Army Group Commander and who 
moves the pieces. One player is the personnel 
officer (G-1) who advises the CG on friendly units 
available and replacement considerations. Another 
player is the intelligence officer (G-2) who advises 
the CG on weather, terrain, probable enemy plans, 
identities and strengths of enemy units in contact, 
and the probable reactions of the enemy to 
friendly courses of action. Another player is the 
operations officer (G-3J who advises the 
commander on the courses of action to be taken to 
achieve friendly forces objectives, and writes the 
plans to cover the various operations the friendly 
forces are to conduct. The fourth other player is 
the logistics officer (G-4) who advises the CG on 
supply percentages available on all classes of 
supplies; the effects of shortages of food, gasoline, 
and ammo on the capabilities of the friendly units; 
transportation problems affecting future 
operations, and other logistics problems. The 
commander provides staff the guidance necessary 
and gives then information about which enemy 
units are in contact, etc. 

Playing TACTICS II in this manner usually 
required quite a bit of writing on the part of the 
staff officers, and required us to devise sets of 
personnel, intelligence, and logistics cards similar 
to the weather cards already included in TACTICS 
M. The purpose of the additional cards was to 
insert the element of chance into G-1, G-2, and G-4 
planning and operations. These added cards bore 
information extracted from pertinent Army field 
■manuals and other sources. Under these rules 
TACTICS II usually lasted six to eight hours. It 
was fine for teaching certain fundamentals of 
military operations to my MCOs. 

Another problem area in wargaming is the 
matter of real time. Each turn in AFRIKA KORPS 
represents two weeks real time. Supposedly, the 
units continue their missions thru a two week 
period, and then receive new orders. In reality, all 
the Armor and Armored Cavalry unit commanders 
I have ever known changed their unit orders at 
least every three days! This was necessary because 
the situations changed so rapidly in armor warfare. 
This applies to the Armor and Cavalry unit 
commanders of France, Germany, and Britain. 
Presumably, Rommel was equally as flexible in 
his planning. 

AH Armor units, no matter whose they are or 
what size they are, have organic reconnaissance 
elements. The lighest of such elements operated 
five to seven km ahead of its parent unit — or two 
to five km to either flank. Each Armor division has 
an organic cavalry squadron capable of operations 
on 12 observation points stretched over 12km per 
troop or 36 km for the squadron. The squadron 
can operate ten or more miles ahead of the 
division. Each Armor Corps has organic Cavalry 
Regiments which are equivalent to light battle 
groups and can conduct normal operations 25 to 
50 miles ahead of the Corps. For such a unit to 
operate completely surrounded by the enemy units 
was normal, and surrounding rarely debilitated the 
fighting capabilities of the regiment, No US cavalry 
regiment (except the 7th at the Battle of the Little 
Bighorn ) was ever lost because it was surrounded. 
Some were lost because of poor leadership. The 
point here is that the Avalon Hill games need to 
spell out more the role of the cavalry units in 
finding the enemy and reporting their findings to 
higher HQ. 



Letters to the Editor 



PANZER BLITZ comes closest to employing 
recon units properly. But the game needs to insist 
that the hidden deployment and artillery/line of 
sight rules be permanently a part of the rules and 
not optional, as written now. Only a potential 
Congressional Medal of Honor winner would ever 
try to manuever forces over clear terrain where 
armor units are known to be operating. Therefore, 
Cavalry (or scout] units should play vital roles in 
wargames. They should be assigned extra MF for 
performing courier duties in reporting enemy 
operations to their HQ. Their ranges should depend 
on their sizes, and they should be permitted 
movement defensively, as in a delaying action. 
Although cavalry units used in WW II lost tanks 
and other vehicles, no unit was lost because of 
enemy action, because they were able to delay 
successively, in a wargame, an enemy unit should 
not have the idea it can go into the zone of control 
of a cavalry unit and expect to destroy it. In 
reality, the cavalry unit would no longer be there 
to be defeated! 
Bernie Magelky 
Major, US Cavalry 
Bangkok, Thailand 

••••• 

Sir: 

I have never written for The General before, 
and perhaps with good reason. 1 cannot boast of 
the same credentials; of other authors I have read 
in these pages. However. I feel that Origins is one 
of Ai/alon Hill's best efforts and would like to 
defend Mr. Dunnigan in layman's terms (which 
people like me can un understand). 

The national objectives chart of the historical 
game shows that German policy will not cause 
war unless one of two things happens. First, 
Germany collects many territories, or second, 
Germany takes control of Austria, Poland, Czech, 
and Rhineland. Either of these will net 15 points 
and start the war. The first option is very 
imperialistic and would cause trouble under any 
conditions, Thus, a war. The second option 
duplicates what actually happened, It should be 
obvious to everyone that this also caused war. I 
consider this parallel of reality a point in favor of 
the game as designed. 

Italy has been much discussed. It is true that 
Italy "presided" at Munich, But after that, Italy 
had little effect on what went on until the last 
days before the invasion of Poland. At that time 
Hitler asked Italy to keep her intentions in the 
event of war secret, Italy had already told Hitler 
she would be neutral and Hitler asked Mussolini 
to keep the French and British guessing. At this 
point [1939) Italy did not have her armed forces 
built up to a point at which she could "rattle her 
sabre," and thus assumed the role of a secondary 
nation in diplomacy. However, please notice that 
Mr. Dunnigan has included Italy as one of the 
targets of the diplomacy of the major players. 
This is accurate as Germany continued to pres- 
sure Italy for military supplies and support 
guarantees and the Western Democracies con- 
tinued to press Mussolini to get him to "preside" 
over another Munich to settle the question of the 
Polish Corridor. Italy had no intention of doing 
so, and this worked to Hitler's advantage. Thus, 
in the national objectives chart, Italy is worth 
more to the French and British player because if 
they had been able to get an understanding with 
Mussolini, it would have made a considerable 
difference. 

On one important point r Mr. Dunnigan's com- 
ments led me to believe he considered Hitler to 
be in pursuit of war. I would disagree up to 
August 1939. August 31 to be exact. On June 
18. 1938 Hitler told General Keitel, "I shall only 
decide on any action against Czechoslovakia when 
I am absolutely sure, as when I occupied the 
demilitarized zone and invaded Austria, that 
France will not march and England will not 
interfere." (This quote is from documents used in 
evidence at Nuremberg and put forth in Leonard 
Moseley's On Borrowed Time.) This statement 
sums up Hitler's procedure right up to the end 
(or should I say the beginning). He continually 
sent Herman Goring to talk to the British before 
and after the Czech issue was decided. When the 
Polish Corridor and Danzig became the issue, 
H itier went so far as to offer what nearly 
everyone concerned considered a reasonable set' 
tlement when he realized that Britain was starting 
to stand up to htm. Unfortunately, England had 
been playing patty cake so long that her people 



in power were now overreacting and the offer fell 
on deaf ears. {Britain obtained the text of the 
offer from a Swedish businessman named 
Oahlerus who had been acting as go between for 
Britain and Germany for quite awhile.) Hitler had 
set August 31 as the deadline for an answer and 
the Poles were informed at the last minute, Alt 
this goes to demonstrate that Hitler wanted 
territory, yes, but war with the West, no! He 
went so far as to postpone the invasion of Poland 
and make another effort to negotiate. But when 
the British made their last big pattycake, Hitler 
decided he had had enough. Even after the 
invasion had begun, Dahlerus, Goring and Hitler 
still tried to talk to the British and French. It 
was at this time that the French put the pressure 
on Mussolini for a conference and the British laid 
down impossible conditions. Her overreaction to 
Chamberlain's former meekness continued and a 
despondent, drained Chamberlain declared war. 

Another area which is difficult to deal with 
during the play of a game but which could be 
simply handled in the initial board set-up is 
combat intelligence. Each player, prior to finaliz- 
ing his OB and strategic plan could be required to 
place a certain portion of his force on the board, 
either in preselected hexes or hexes to be selected 
by the player. These counters would then repre^ 
sent the units whose location had been "dis- 
covered" by enemy intelligence. Using this in- 
formation and considering the victory points 
which accrue from the capture of certain terrain 
objectives (as in "1914") or of the destruction of 
enemy forces, the players could then privately 
complete their plans. The first one or two moves 
of the game would then be executed strictly 
according to the plans which the players would 
display to each other. 

There are three points which I would like to 
mention in defense of this "Strategic Planning 
Option" if I may call it by such a glorious name. 
First, these early decisions would likely have a 
strong influence on the character of play each 
time the game is played. Thus an element of 
realism can also produce variety. Second, al- 
though this would delay the initial board set-up, 
it would not delay the playing of the game or 
increase the record -keeping problem during the 
game. Indeed, it would probably get the game off 
to a faster start and help keep it moving, since 
many options would be precluded by the time 
players could "proceed at will." Third, this 
procedure would help the player to perceive the 
game as a whole not merely as the odds of a 7-6 
vg two 3-6's, and help him make up his mind 
early, which way he is going. 

Sure, Hitler caused the war. But he didn't go 
out after it as such. He wanted all he could get 
short of war. By 1942 or '43 he planned to be 
ready for war with the West. But in 1939 he was 
not ready, but if the British tripped over it, he 
would certainly lean down and oblige. 



Lane G. Marinello 
DeKalb, III 60115 

••*•• 

Gentlemen: 

[ Teally enjoyed the new, improved General 
(Vol. 10, No, l). It's only my sixth copy but it is 
much better than it's predecessors. The extra pages 
were well spent. Design Analysis was excellent, 
Scott Duncan deserves a well done or two extra 
divisions, which ever he wants more. His thoughts 
were very interesting and his writing style was 
enjoyable. Series Replay Preview wasn't so hot 
though; I expect the real thing to be much 
improved. The game you used wasn't very interest- 
ing but I guess it was the best you had available. 
The Germans blew it on turn 3, if not earlier. 

To add my own words to the Playability- 
Accuracy debate. When I have 1 hours and decide 
to play solo, I prefer accuracy and realism. By 
myself, 1 don't mind handling 400+ pieces or 
keeping all kinds of paperwork. When t play 
someone else, F-T-F-, I prefer payability. Let's 
keep the game moving, 'cause waiting 30 minutes 
for you to move one unit is kind of boring. So, 
why argue? Save your 1914 and Jutland etc. for 
solo games and play D-Day, S-GracL Pblitz etc. 
when you play F-T-F. I can't say much about PBM 



because I don't do it. 1 can't stand losing to 
someone I can't see, and teardrops on the letter 
aren't as ego boosting as actually seeing your 
opponent break down in front of you. 

Gerald R. Waldman 
AK2 t USN 
Keflavik. Iceland 



• • • • * 



Gentlemen: 



I've acquired five of your games (my order for 
No. 6 accompanies my letter) end I've found 
them ail fascinating and amazingly realistic. I 
realize that you're beginning to put more empha- 
sis on peace and diplomacy games, but don't 
neglect those of us who are interested in the 
military strategy which has so often changed the 
course of world events. One area which you don't 
seem to have explored is the spring-summer of 
1 775 in and around Boston, Mass., from the 
Battle of Lexington- Concord through the Battle 
of Bunker Hill. Here, truly, were fired the "shots 
heard 'round the world," and yet it could just as 
easily have turned out differently. Between 4,000 
and 5,000 British regulars opposing between 
5,000 and 20,000 colonists from Massachusetts, 
Connecticut, Rhode Island and New Hampshire 
(depending on how many were at home on their 
farms, deserting, arriving, unequipped, without 
powder, etc. at any given moment]. This period is 
one of the most thoroughly documented in 
history. Serious military errors — monumental 
ones in some cases — were committed by both 
sides. Decisions which could have changed the 
course of history were made and avoided. The 
strategy of the penned-up British in Boston and 
the rag-tag army which held Boston Neck and 
Cambridge can take a thousand directions, but 
the basic limiting factors are dear. The British 
had to destroy the supplies of the colonists and 
rout their ill-trained and often cowardly troops, 
but at the same time they were outnumbered and 
they could not leave Boston undefended. The 
colonists were not strong enough to attack the 
British in Boston but they had to be ready to 
take them on whenever and wherever {by land or 
sea} they emerged from the city. The geograph- 
ical factors are a study in themselves, what with 
the swamps, tides, shallow waters, the Mill Pond 
at Charlestown Neck, etc. The Battle of Bunker 
Hill, in itself, is so fascinating (and controversial) 
that the game might be limited to that alone. The 
general supposition among Americans that 
General Gage idiotically threw his troops against 
the redoubt, breastwork and rail fence because he 
was overconfident is malarkey. Gage had a real 
problem and his basic strategy, a flank attack by 
the light infantry, failed only because of the 
furious defense of the stone wall on the beach by 
Stark's New Hampshire troops. Landings by boat 
also were contemplated, but they were not 
carried out; and the attempt to bombard the 
rebels from close-in ships failed because of poor 
seamanship, tides and rotten coordination be- 
tween Gage and Admiral Graves. The American 
use of Breed's Hill rather than Bunker Hill and 
the utter failure of the American reserves to be 
committed to the battle, through incompetence, 
cowardice, etc. was a major factor. 



What would have happened if the British had 
ignored the Charlestown Peninsula and attacked 
the main American force at Cambridge after a 
breakthrough at Roxbury? Could Gage have 
landed troops behind the Americans at Charles- 
town Neck even with the Mill Pond as a barrier? 
Would the Americans have done better at the 
time to fortify Dorchester Heights as Washington 
did later (but remember Washington had the 
cannon from Ticonderagal? What would have 
happened if the British actually had been able to 
seize all the supplies at Concord and destroy 
them? Suppose Artemus Ward had committed his 
best troops from Cambridge to the battle on 
Charlestown Peninsula, instead of holding them 
back almost as Hitler held back his crack troops 
too long, thinking that D-Day was a feint? The 
possibilities are endless, f can think of no other 
military situation in which strategy played so 
major a role, and in which the wrong move could 
so quickly and easily have brought disaster. In 
fact, it would be almost impossible to play the 
game without making serious errors. The result 
might very well hinge on who made the fewest, 
or who got away with them. 



John H. Plumb 
Lafayette, CA 94549 
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READER BUYER'S GUIDE 



TITLE: BATTLE OF THE BULGE 
German '44 Ardennes Offensive 



SUBJECT: Reg't Level Portrayal of the 



BATTLE OF THE BULGE is only the second of 
the five "classics" to undergo the scrutiny ol the 
Readers Buyers Guide. However, already we are 
beginning to see a pattern developing. For the most 
part the classics share the same strengths and 
weaknesses; i.e. weak in categories 1,2,3 and 7; 
while strong in the ratings for Ease of Under- 
standing, Completeness of Rules, Play Balance, and 
Excitement Level. It is a pattern we expect to see 
strengthened as more of the "classics" are selected 
for review. 

Like its "classic" predecessor in the RBG 
(STALINGRAD), BULGE rated comparatively low 
in the "slick" categories due primarily to its flat 
box packaging and older game components, tt 
managed to best only STALINGRAD in Physical 
Quality and Components ratings while placing no 
better than 4th in the Mapboard category amongst 
the 7 titles rated thus far. 



BULGE is probably the most complex of the 
"classic" games which goes a long way towards 
explaining its middle-of the-road ratings for Ease of 
Understanding. The departure from the standard 
"D Elim" CRT to the more refined "Engagement 
and Contact" of BULGE meant that this category 
had to suffer. The Completeness of Rules category 
is also rather high for a classic. Experience setts us 
that this rating mirrors gaps in the road and terrain 
movement rules and one important ambiguity 
present in the advance after combat rules. These 
are problems that hopefully will be cleared up in 
the next printing. 



Play balance remains a problem although no one 
is quite sure which side is favored! Results vary 
tremendously between the Basic Game in which 
the German is said to predominate and the 
Tournament game wherein the Americans are said 
to have the advantage once the German is limited 
to 6 attacks. One would think that somewheres in 
between there lies a neutral ground. 

Like STALINGRAD, BULGE rated the worst in 
the Realism category, It is a truism of the art that 
the more playable the game, the less realistic it will 
be. BULGE, like the other classics then, will have 
to pay the price for its payability features in this 
rating, and hope to make up the difference in the 
Excitement and Overall Value category. It is 
possible though that much of the rationale for the 
poor Realism rating can be placed with numerous 
articles in various publications including the 
GENERAL which have disagreed with the histor- 
ical Order of Battle as presented in the framework 
of the game. Many alternate OB's have been put 
forward by a variety of "experts" as being more 
accurate. 

1. Physical Quality 2.93 

2. Mapboard 2.80 

3. Components 3.31 

4. Ease of Understanding 3.08 

5. Completeness ot Rules 3.40 

6. Play Balance 3.53 

7. Realism 4.11 

8. Excitement Level 2.81 

9. Overall Value 2.95 

10. Game Length 3hr.,1B mill. 



GENERAL BACK ISSUES 




LUFTWAFFE: 

Q. ]f a bomber is used on the Italian front during 

the 8th quarter and does not shuttle can it be used 

on the Belgian front during the 9th quarter? And 

vice versa? 

A. Yes. 

0- Can sneak raiders and shuttle raiders from 

Russia enter on the same square on the same turn? 

A. Yes 

O- What happens if the two formations in the 

above question are B-17's and B-24's? 

A. They separate during first move off 

shutllc/sneak square if possible. If separation 

would make cither fly- more hexes to the target, 

they may continue to occupy the same hex, but 

are fought as if they were in different hexes. 

Q. Does the "most direct route to the target" rule 

mean only tiie flight course once launched rather 

than the closest R line square to the target? 

A. Yes. 

Q. Why ■can't sneak raiders exit via Italy? 

A. Sneak Raiders may exit through Italy only 

during 1944 or after. During 1943 they can't exit 

via Italy because doing so would mean that they 

were landing in Africa. They didn't have that much 

fuel. In the Basic Game they could recover in Italy 

because the Basic Game is set in 1944. 

Q. Can the German keep just some of his school 

units out of play or is it an all or none situation? 

A. There is no limit to the number which may be 

held off the board. 

O. Must shuttle bombers or Russian based aircraft 

stop on the numbered squares when entering 

Russia as opposed to exiting? 

A. No. 

Q. Does staging require the planes which staged to 

refuel before they can take off again? 

A. Yes. 

BULGE 

O- Are City squares at QQ28-QQ3I considered, 
river squares also? 
A. No. 
BLITZ 

Q. If one city in a minor country remains 
uncaptured, can the remainder of the cities be 
used for supply, ports and airbases? 
A. No. 



RICHTHOFENSWAR: 

Q. In the Campaign Game, does a pilot become an 

ace as soon as he shoots down his 5th aircraft or 

must he return to his base first? 

A. lie must return to his base first. In the 

Advanced Game a pilot can not become an ace 

until after the game in which he shoots down his 

5th aircraft. 

Q. In an Advanced Game dive maneuver, does a 

FOK/d7 recieve an extra hex of movement in 

dive-hex turns of only one hexside? 

A- No! The FQK/d7's movement point costs in 

this example are the same as in nan dive-hex turns 

of one hexside per hex. Aircraft can gain additional 

movement points only in the dive itself; never via 

dive-hex turn maneuvers. 

Q. What, exactly are the blind spots for a ROL/C2 

using the optional 360 degree fie Id -of- fire rule? 

A. At the same altitude - the single hex directly 

in front of. and the hex directly behind the 

aircraft. Also, at altitudes lower than the ROL/C2; 

the row of hexes directly in front of and behind 

the aircraft. (Note: the above is in reference only 

to the ROL/C2 rear-firing machine gun.) 

FRANCE, 1940: 

Q. Is it possible to attack Eben Emael from the 

rear to get the "5" defense factor for the fort even 

though the "guns" point in all directions? 

A. No. There is no rear to these forts. 

Q. What is the movement factor of the two 

artillery units? 

A, Two* 

Q. The rule*; say German replacements may come 

on board anywhere North & East of the Maginot 

line. Exactly where can they come on? 

A. Hexes 1-25 inclusive. 



D-Day 

Q. Is Bordeaux an i 



iland port? 



Unlike many other magazines the GENERAL does not reprint back issues, Once the first run of 
an issue is sold out it becomes unavailable forever. Over a dozen issues have already been sold out 
in this manner and many more are in short supply. Therefore, it behooves you to order these 
'collector's items' while they are still available. Every back issue sells for $1.00 postpaid. 

To aid you in selecting issues which may be of special interest to you we have rated each issue 
according to the number of articles dealing with a particular game in that issue. Articles dealing 
with the hobby in general or non specific game topics are not included. Naturally, the fewer articles 
which appear the larger and more detailed you can expect them to be. 
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Q. Can units go directly from EI8 to FI8? 

A. Yes. 

Q. Arc German units in EI8 in the ZOC of units 

at FI9? 

A. No. 
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LEYTE GULF received by far the highest vote 
total of any article yet polled under our new 600 
point maximum scoring system, besting the 
LUFTWAFFE ANALYSIS by 60 points. Whether 
this indicates an overwhelming desire for more 
variants on this scale is something which still has to 
be determined. Next issue's feedback should 
provide that answer. The results were: 

LEYTE GULF 422 

CAMPAIGN AT WATERLOO 221 

SERIES REPLAY - 1914 210 

WINNING WITH THE FRENCH 164 

PANZERBLITZ REVISION UPHELD 73 

DESIGN ANALYSIS 72 

ORIGINS TRILOGY 36 

QUESTION BOX 1 

FOOTBALL STRATEGY leagues are starting to 
catch on in a big way around the nation. After 
Avalon Hill started its own 26 member league this 
September, reports of similiar groups around the 
country came pouring in. Apparently many players 
are beginning to realize the great fun to be had in 
the organization of competitive leagues based on 
Avalon Hill's classic best seller FOOTBALL 
STRATEGY. Each of the AHFL's members had to 
put up $10 for a franchise which entitled them to 
play that club's actual NFL schedule. The divi- 
sional winners will battle it out in the play-offs for 
a trophy donated by SPARTAN INTERNA- 
TIONAL and $260.00 in Super Bowl cash. No one 
has proven invincible - all 26 teams have tasted 
defeat at least once so far — including the game's 
designer and pre-season favorite, Tom Shaw who 
was involved in the wrong end of a 39-7 score. 
Plans are already in progress to start a baseball 
league utilizing sister game BASEBALL 
STRATEGY which will feature changing player 
ratings as the season progresses. 

Other sports leagues which have been drawn to 
our attention include the Spartan International 
group based in Long Beach; the Oops Football 
League in Seattle; Bruno Sinigaglio's 26 member 
loop in Pennsgrove, NJ; and Tony Rizzo's organ- 
ization in Philadelphia. If you'd like to see one in 
action come on down to the AH gameroom at 
1501 Guilford Ave. We're on the 2nd floor of the 
Fallsway Building and are open from 10-5 on 
Saturdays. Franchises for the 74 season are still 
available. 




Marshall Hollis, prominent member of 
SPARTAN INTERNATIONAL - the professional 
gaming organization, is the instructor and origina- 
tor of a night course entitled "Military Chess" 
which meets Mondays from 7:30-9:30 at Sanborn 
High School. A tuition charge of $2.00 is required 
for the course which is described as a "program 
providing the history buff and the gamesman with 
the opportunity to pit his knowledge against 
another under political and military situations. 
"For more information, write: Marshall Hollis, 57 
Essex St., Andover, Mass. 01810. 



Infiltrator's Report 



The newest entry in our line of bookcase games 
is BUSINESS STRATEGY, alias MANAGEMENT 
refined, revised, and repackaged. The game owes its 
rebirth to the flood of protests which we've 
received from irate educators since dropping its 
predecessor several years ago. The game has been 
recognized in educational circles as the greatest 
instructional device to hit the educational market 
in years. Demands from Economics and Business 
Administration instructors reached a peak last year 
when more than one univeristy president resorted 
to four letter words to express his displeasure with 
the "idiots" who discontinued MANAGEMENT. 



kmM^ 




Not wishing to contribute to the generation gap, 
Tom Shaw sat down to a redesign project 
especially suited to his unique design talents. Based 
on the Matrix concept, BUSINESS STRATEGY 
returns all the former ease of play which made 
MANAGEMENT so popular, and adds several new 
twists — including an advertizing option which 
offers the shrewd player a chance to really rack his 
opponent over the financial coals. For two to four 
players, and now 4 games in one: BUSINESS 
STRATEGY sells for $10.00 wherever Avalon Hill 
games are sold. If unable to find it in your local 
store you may order direct by adding $1.00 for 
postage and handling charges and mailing your 
order to our regular 4517 Harford Rd. address. 

The American Wargaming Association is the 
fourth new national wargaming organization to be 
announced in as many months and claims to be the 
successor to the now defunct IFW. Clinging to the 
ideal of a democratic organization the A.W.A. cites 
as its goal adding fun to wargaming, not making it 
more professional. The charter founders of this 
organization believe that wargaming can be im- 
proved as a hobby, and should be treated as such. 
They hope to sponsor and support conventions, 
publications, and local interests groups; all with the 
objective of helping wargamers to find opponents 
with common interests. For more information 
contact the acting president George Phillies, at his 
Suite 8, 897 Main St., Cambridge, Mass. 02139, 
address. 

The AWA's major convention; WINTER CON II 
has already been set for January 12th, 1974 on the 
4th floor of the student center at M.I.T. in 
Cambridge, MA. The major event is once again a 
single-elimination STALINGARD tournament. 
Also featured will be variants of AH games, 
miniatures, and a Diplomacy tournament. Entry is 
$3.00 at the door. For more information write to 
MITSGS/WCII c/o 3 Ames St., Cambridge, MA 
02139. 



When renewing your subscription to the 
GENERAL be sure to state which issue your 
subscription exired with. Otherwise our circulation 
manager has a hard time processing your renewal. 

The LOYAL SUBSCRIBER DEAL this month 
is issuing a last call on record pads for discontinued 
games which are rapidly going out of stock. The 
record pads for U-BOAT, LEMANS, BISMARCK, 
and GUADALCANAL are all being offered for 
50<t each. These items normally sell for 75$. Don't 
forget to add 50$ for postage and handling. To 
take advantage of this offer you must cut out and 
send in with your order the Loyal Subscriber Deal 
Star found on the READERS RESPONSE PAGE. 

Contest No. 57 set records for subscriber partic- 
ipation despite the fact that the entry form was 
not included on the Readers Response Page. The 
situation offered the Russian player a chance for a 
decisive counterstroke which insures that the 
Finnish front will be handled as quickly and 
efficiently as possible. A glance at the accom- 
panying chart shows that Helsinki is guaranteed to 
fall this turn and that all remaining Finnish units 
are isolated, leaving the Finn with no choice but to 
make desperation attacks at poor odds which at 
best can only delay the final decision another turn. 
A bad die roll on the other hand could release the 
Russian reserves for duty on the main front very 
early in the game. Several otherwise winning 
entries were disqualified for failure to secure the 
surrounded position against the 6R Armor, and/or 
the retreat route of the 42nd Inf. Still others failed 
to complete the isolation by opting for a 4-1 attack 
on the FX4 in an attempt to relieve the surrounded 
65th Corps. Other players chose to make a 5-1 on 
the FX4 and failed to even screen the Rumanian 
Cavalry to prevent its capture of Leningrad. A 
drawing had to be held to determine the 10th place 
winner after a process of elimination had cut down 
the finalists to 12. Only two subscribers submitted 
perfect plans, but prizes were awarded to the best 
10 overall plans. 




The winners of Contest No. 57 are listed below 
in descending order: T. Eller, Charlestown, MA; G. 
Guillion, Marshall, TX; R. Kampmeier, Troy, NY; 
B. Kindig, Davenport, I A; R. Eagles, Robb, MN;S. 
Davis, Fayetteville, NY; D. Bottger, Mishawaka, IN; 
A. Drehman, Miami, FL; W. Vanderline, Delmar, 
NY; S. Zuiss, Kansas City, MO. 

Whenever submitting questions on play to the 
R&D staff be sure to mention that you're a 
GENERAL subscriber. Subscribers receive first 
priority when it comes time to answer the mail. Be 
sure to include diagrams of play and a stamped, 
self-addressed envelope also. 
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OPPONENTS WANTED' 



?h3 



f=>r Hoover Wat game Club Call or write 

Cook. 1406 Lin-da Wills. B22-00S9, Biimmeliam, 

titabmn*, 35226. ^.^____ 

W, f |i K. purchase W-loe k-i ieaic/iiibl> price Howie 

P. Miller. 4749 Octwood Ciielc. SH-32JI, 

Birmingham Alabama. 35 12 2. 

Warned: Chanccllorville aiid/or Ciwil Wpi, Til good 
rendition givr m« a price, and you may lime a 
deal, Will tiy and answer all Idler* Scoot 
Pa mel IcVy. 3209 Richmond A*c, Apt. 4 
W7.27W4J5, Anchatage* Alaska. 99504 

For tab Anno good cond.. in search ol oppon. FtF 
it. Mop Vfetnlty for Deity*. wttetJow and Bulge, 
iilso tnleres'led iii joining Wanjam ' society. St-:** 
Goodwin. 1047 E, yth *I (M)i) fiJ3-:24a. Men, 

An;. BS20 3. 

Will buy Xeroxed copies ol old: AH. hame parts 
(board, rulrh. lime recant, flc.l from Civil Wai and 
Nicvchess. Please send your reasonable saleeS la 
GarvC.rjher. fiTIK N. 42nd A ve .Phoenin. Ari70na. 

6502 1 

Maneuver .m .in H .- v "I iirur.li ;i:j|vr t.arilr- -heel 
File willlflul CRT ln-lp. f^M iMfd WW JiHJIiLiid. 
Sen J an case f« I)k rule*, pit* either aide. Rieliaol 
Coconut. 2"J!4 L Morelaitd. 27S-3525, Phoenix. 

A riaori-J^ BJQ TBjj ^ 

Origins of world wai, It, moiliTatei!. 52.5!} j game. 
Slur! historical fames any time. Short wait Id/ 
other versii.ii., RtlaUll Belaud. £.73 I Nnilh 62 SI 

SCCOISdale Arm . S525?. 

Will Sell: LuWffc. R.War, Origins. F Bliii 

France-40 Outdoor sanrerwL Midway, jnil 

Diplomacy 56,00. IH pay postage, send, stamped 
sell addressed envelope, l-.dward F. Mecaran. II, 13 
W. i; si reel no. 2, W4-3504, Tempe. Atutona. 
B52SI 

Will Play anyone It-War PfUt f'rerrr Ger I hnv L - 
PBH rule', and codr for 3 die results: also Hex 

sows light the blue baron Sftwn Brooks, tWOI F, 
.Brodway No. 253. Tucson. Ar. 85710. 

Average playet of 1 4 years need I 7 1 f J ppOncnts for 

most any waijuinie .mil cippiiuents tor HO scale 
warcumiiig need into on warname dubs in area.. 
Frank Brown, 1012 Sheryl Art.. 442-7167. 

Fay/cttc*iHc, Arfcarenw. 72IOI, 

ki.niL'liL-,.-: ,L-.iic'- il'Ii.i.-iIl' ::-ir.iiii'n^ rv, 

njRrnitwn in Mltnrtl U$- ur elwwlLtrt.-. will PBM or 
FJF ntOJI AH. Fran): Lady, til. I C »M : Broofcnaucii. 
1j:.9Wi3. Jem^baro, Ar. 72401. 

Hip,.-il Playrr »iyl.c» PBM OppODfillS In 1914. 

Itfdwiy, UtfHttffe, will flowns HI tepJ, ( ,-« only 
pljy icvoal of ucti. gannice niiiML'siiiig. qxedy 
lUiiiics.. bfirt S. Jrlnrt, isflch M.P. Co. , Foil. 
Cirwi., Cole. 800 ti. 

Bet lei itian dverayc pjj'yer i' liltJ^rKeUil .11 lnji rd.l 
in blh?.: Will drstroy un> tlialltriBrr will plw FrF 
or PBM, hiLl need kU. my dobi?. MklMfl 
Chijpr-inelli. I*J Hollow Tru't Rd. Bo5-728 , i. 
HowrMlk.Coim.06gi*. 



An L llicrv any wa[«ame» n aurben area'; Averu&e 
player of H.5. age drsucs FTF D-Diiy. hillind, 
F-Biili. LL.fr. F-40 BOB, 1«I4. Midwa>, rSulje. 
GlnhtalCOnil, S-Grad. R-Wai. Tfny Bainr,. P.O. 
BM ^?. ■>>•> 4'JJI_-, Anfiiim. Cj. ; J.'(.fJ.'. _ 
AVonHBE Ailull pljyn wistivs I- 1 1- i-;iri--:ii nr-. n: 
tiircka-ArLdlj Area, lor ini»l A.H. Games. Philip 
Allen. 2U0\ Old Aream Rd.. ftll.li:^, Hayittle. 
rauX W534 

C'oli.'Lv Siiidcnr I'lio ■A.inrs lo jivin u Warsame 
urEaniiilioii in llic Buy fttti. Robcrl Qui*, 
I4!M tvllid Avfl. 84g-2tb9. Bcrkck-y, Calil.. 



All Garners in LA and SF Valley weltome [o nsw 
CliiL>, Wtckly gaillch. nouiy n-layer. tOLiinamrnti. 
e*th wi-d. a1 7:00 p.m.. Star. Modrjk. 45] I Clark 

A».,'W^-EJI7. Buitraiik. Cj|jr.-9150i. 

Want to buy: CliantrllDisvilk'. U-Bturl. and other 
cuE-of-rtiut pant* m good EoiuJIrfon, All. or 
nlhcit Photouupivs of Cc-nerals. Vol. S 1 prinr. 
Also.. Mittiatl Putnam. 63(1 E. TiLjunga. H45-9eV4J3, 

■Bu. ijtaiik.rjiii.gisor. 

Wimtd lo buy C*0/B*0 name price. Would 

MoiCjI oiejniiied Wusurim i-imtaii me I am 
Intemfnl in joinmE | will FTF niivHiins nil 
jycraae pLay^r.. Gttnn CalL^ay. 5813 WmfMil 
SL JJI-6210. rjirmicbiicl Cu . Mii5ii. 

1 M 0|tp '-■Ills Wjilk f M\ pnirrufll |:m.-v 

or *ac ganivn Iwf ovsr 'WOeiilrics. Ibe snb-JIding 
for your a/ea ii WaJblilt fur two 8c Bump*, send 
iillu pliying iDCmttS iaJV,uJe hjl^,, itc foi 
irltkntuii. arranpf O.W ads by rip code I Andrew 
f'liillH'i i 'H "ir.ri ,m Lh.il> < ilv. ( .,.,1 ■iln:-l 
Prepjic to nut' I your doom PIT Pr. 40. Also 
willing hi wll iiniiwd sunwiid«r flue. $200,, RoWcl 
WiHf ins. 2r>2 Viu.i M Esoid*, 447-047JJ El Calort. 
CjIiI. 92021. 

Oppane.ii* »inr v -d for PBM statlngnd F.rik 

FL-riiinp 73C RdkigJi taerriik CiJir. oi20S. Erik 
Ferguson, 730 R.deiph eik-n i >,ifc. Calil.Q|2 0S. 

W-inltd fS.jiit.Ik-niilk muKT It.' ill Bowd lo 
cutcltcnl eojiditioji. will pay ST^.W please uvrilf 
iu T tallt. Richard H. Taylur 50=! VH La Paz, 
41 5-46I- IW7. [.rwnlirar. Ldjk.rnia. 94904 
Wjntud'PBM Victim kirbnlfi.'. prffenibly njmMac 
willme io pbj- amorkans wain 10 buy/Wll Loft.. 
futlaiid. Djptorracy. need Ffl- an?io. bulge, d-day 
Orifrns ur'. Richard Tyler. 17331 Lcr Cir. 
714-847-30.14 HonHnEion Beh. fa„ <i2m7 

PBM Tour. B War. f-'iuir.. B-Kre&. Frmice 40 FTF 

abDVL' and Julland Midway. WFT. rtiy tiins will 

.flidtKplayer R-War and anlll your SUDS. ITOVIKl 

Sjntliajw iirej. Hamud [jee» GjIILnoii. 2>2« ft'Jt Jc 

Ai) ne.45.4-|S2I.L.aJoll,Lfa..'i:03T. 

Wl sell imtand i: 1 .-j. .-. . i .1- 1 condition fof JS.00, 

or Ir^Jc fw 1914 in lame cundilion alio (*** 
iHL-mk-n (Or UlIIl'jI uT^niMd Mare jniers., Palnik 
■Carroll. 433 W. Sclioal 5l . 548-2120. Lodi. Calif 

95240. . 

A'.rap Ad.ill "-I^l-. PBM or PB'P UTipojieiili (or 
p^hli!^ SGrad. D-Day, G CliilJl. Lull. No PBM hit 
will Sub.. William Rice. 228S4 VU Pimicnio. 
JKUttlKl Mission V ii-ja. Ca^I^^. _ 

Average pjgyai FTF or PBM h 11-Day frarce^O 
LUFT A-Korps, Midway K-speUtwsmark want 
u-boal iukilard. C-Csnal. M=frl«wwn. 13W 
Sombero Tr.. Hr-TWS, Monierrypk. Calif, 

9I7S4.. 

■i ,•■;.-,: F'BM ,•-!'.!■'.■ .t in: I r.iiu, -:,'. !1 i e-p 
M-vVjijt. |ff |4. ri|h« iidr, iJH3 need member, lor 
S rl \.C.A, send Tor delaik. Pnusun Barnetl. 6633 
Vinriand. Ave. No. 3K, N. Hollywood, Calif. 
91606,, 

Tht GBASL is underway Wh 2t> learnj vymg for 
S300 i" »"ish and Imphies. Football i'r-inthiisei arc 
4|I gone- Rcscmif your bsstball team now. Donald 
Giecnwood. 4 Brc-okbury Ur . Apt. IC. 
Ren.lerst.iwn, MP 2 M3ft, M3-SM3. 



OPPONENTS WANTED 

The book of stab. 9 stykiMy pflnted and 
rhu-roujitily tiler ale diplomacy, ilrw. is op«n For 

busincs Lilly ii'.i:i!|t> t'i..|liin.B ! Mild 2 Sv Slumps 

for ce.py,. Georftc Wallace, Jr.. 1^160 Olympia 

SIKrt ,WorlMidat.Cal,9l324. 

WilJ sell Rcl.l War. Orpins, KreiR-S. Tames. 
Dipply. S6.Q0 eactt plus. \!l PoMage need F-T-F 
frarneis it Cal Poly Pomona Call (7141 622-6679, 
Dale Okada. (S00 W. Orange Grove No. 23. 
ft>2-fvn7". Pomann, Calif, a|7fifl. 

Avcrtm player of liign sehool aer rcilly necui. 
wme frr iclhm fof p*Utt. AK. Lull, snd IWO 
jl*i. If-okinE for .el so ruble price B-Maik or U-Boal. 
Kun tMlarft B5S Rantho Bullard, 78y-2468, 
Bjiaoru. Cal. P2065. 

W.i:t Lin lii«:ii.irk «,-:ii1 V i). I ti'i^r ll.M jlj.| .: 



kill! 



KliW 



B4k 



■ j'rii.'iinc i-lnt", it; ^j'iiiai mo-lttclv 

arcj. Iiav? LUPW. R-War A.K., Bulge B-Krieg. 
Anno. Midway Sta-Gradc G-Burg. K-Spiei. also 
P-Blit/ W.'D Bcarft, Cress hall- S"?50 lakc.ie w 

.(■M-iO^S.Salinai.Ciilir'U^tll, 

Itigli slIiooI age player inle/rsled in Finding 
opponents in nuiiin i.onnty a/ea have mo-sl game-s 
Norm Donovan, f Legend; Rd.. 454-5834, 

S.i:vmwlniiv ... WHit) _^_^__^^_^^__ 

\v,'UkV pliiyer otJei ailnl'l wanly ITF. A. ■akin Hill 
gaities. a,lao iiirerebiled in mull player SlnHlljtiOfl., 
fv12l Wijlfury Dr., ddF>.4J|fi, Ss« 



Ma 

Dit-gu. Call f. 92 1 1 9. 



Arg, AilulC I'MB Blil.' Ak. E>|J;.y, ittlfe U>lt. 
BLltgf F 140. FllnKI 1914. Guad Aliio Fit. 
Midway. Jutland Biimark. need AtWtiCt, FTF. 
Midway Jutland. Bisitiark. need An^iu, I'ilM slice:. 
MrchieJ Phelpi. 4944. naij-aejnseit. 7I4-I24-74&9 

Sun Uica o, Calif, 02] 07, 

For eoilruori or A.H. games I have. An? in. 
G-Cjii:iI, BiMiiaik. Inllaiid for vile, All in Depl. 
stoic eoudition anJ sensibly priced wiight for 
delaits. William W. Wcb-T. Baltioa Naval Hosp. 

Wanl 21-3. San Diego. Cal 02334. 

Football: Falcons (dive humeri lead OFL wilh, 
ri.0. c*ll now for 1074 info, FTF only onrtgf, U. 
RTvenkJe, San Beuuidi.io AjTCtfc p-a»IJ Tourney 1 
wilt buy nicucbeH,, Jim R^illy, 26P9 W. I? Veiric. 

S5p-?I 1 9. Santa Aim. Ca. 92704. 

Avenue playet <Xfi^ I"1T uppjnenls. far all A.H.' 
IW"ies also intetcsled in l>uyii:g Bismaik ami 
Guadjlunul., Grce Grabim 345 Mountain Dr., 

■J6t-- n 40 l. 5a nuaitibi.ia. -Calif. 93103. 

Ail7iy winl to tnis in jioinl stupe, turn Olesan, 
1200 High Ridge Lane. 805460-2331, Santa 

HarliaraCa. 93103. 

Will PBM, i"l*. KW, and K-Spiel. Sacs »■■ mint 
toiiuiliou FK 40 to high bidriei I'm looltrng for 
out of print ECiteriiK Mini livi anil prices. G. Steven 
Albert. 2185 Hlloa Si, 4I5.50&.34"7, San 

Fraiieia-o.Ctilil.W1 16, 

(IliF WiinK t-l'l-' appnik-nli loi jirtlj.nd. P.Bkl^, 
1914. wc plfiy both iidii Willi «[ia Kites we L'riisiS 

fxpffl ptayvn, canBH Stytc!. Hannibal. 9637 
Ruftncr. (2I3> gg3-3373, Sepulreda, Calif. 91343. 
Average player oT high school age Jeiiring 

oppancnls lor FTF eonjwliiion in Blit;. D47anal. 
Fr. 4D^ Richl *.. Auzio Luflw D-Day Bulge. 
Pick. side.. John Fisher. 1 1 00 1 Wright wood land. 

ft5frf l 342.Siiidm Cii\.f'iln. 'VI r.0J : 

Average college ,ie L ' pl.iyer wilt phi most A.H. 
game's. FTF only. Am en pert In luthnd. Daniel 
Tiervey, 37IS Sara Drive. 371-6920, Torrance. 

r.|J|l -JLl-^M.f. 

t : ui sale. Jinland. Midway. Ak. ^Iiilineimt yon p,iy 
hall postaitL'. also iiumcroiLi ttardeover books on 
mililaiy history for Side, send Tor price li$t_„ Rob 
Ellis. I3M3S Vanowen St. ,76S.7fi4S. Van Nuyf. 

Calif. 9I405-. 

Fighi boy II. over fnnec Aitt. I Hy (0W«i D7A. 
in K-Wtii also play K-Spirt D-Day. Jutland. 
P-Blili. onty FTF. avc-rage player, juiwer all 
Idlers., Keilh PoxoJL. 449 Maukay Ave.. 647-3494. 

Ventura. Calil. '13003.. 

Average adult player fBM G'dnad P-BliU, AK, 
Walerloo, An^io. also FTF musl A.H. Games 
ineluding Discunlinued ones. Mi. Mrlvin D. 
Yarwood, 1S00 Madrone Avenue. 29, W, 

SaL-TitiiKnw. fa 1 .1 J KM, 371-1 Hi, 

Will ^11 used Lain, and R.W. for S7.CKI 5JE also 
desire avenige Jr. m'eJi pldyer fot Mdwy. D-Day add 

BUtkn. nlwwaniCofBO ■ 

Ave, to good p!j.y;i. i22> Tor FTF. have B-Kiieg. 
S-Grad, Bulge, !"3ao. what you GOT 1 ? HELPI!, any 
aje or leveJ (rfDUIL Tim Wtllmortn, 50SH Wnuatllu 

Ave.. BS54J65, WoodJand Hilk La.. Calif, 9l.3h4, 



,FTK Ap-ponrots warned, toy A.H, ^nc. ■.-ollcsc 

ase wargauier. giiwl It) eupcrt player. Midway and 
Luftwaffe my besl fames ..(irn-BSakulti. IU350W 
OkccLJiohee Rd., fl;MI50, Hiateah Gardens, 

Hinida. 3301 6. 

I would hi- tie-iil; pleased n: PBM .ir.yi::ie uud 
naturally win in eitiiur 1014, Blitzkrieg. Balge. 
G-Canal. Kiiegsinel. anil Pau/ci'iii. 1 am of high 
■cbool age, Boh Cappicllo. 12402 Ft. Caroline Rd., 

Wl ■-■-! ■-.■ .i.,e.-,.Mi,ik-. ;-..,. ;■::- 

An average Player of I J yrs of age will play Fr 
19*0 P.ir. Bl. Midway will play FTF games.. ]im 
Norman, Sjnionlce Rd.. 724-9762. laeksonville. 

Fid.. 3221 I. 

Loofcins ioi^ P6M T afrifci Korps, opponent!, 
kkhatvJ Kcsmcr. 2125 luktM Bluff Rd.. 
=7S.70S«J. Tallatijswe. Plonda. J2304, 



Average plsytr wnuld like to find FTF opp0-ile.nl 
to piay Laft, P-Httt. Hicri. W,. Midway. B-Knes. 
would, itw likr info, in dubs in Tampa Bay area.,. 
Dylan Conway, 1 1513 Foiesi Hills Di . 932-1462, 

T^Pipa. Florid a, 3361; 2. „_^___^^ 

Need in Ion-nation on duly; in Tampa area which 
play »argitne. Ciaig Good. SQ02 K Hubert 

, aJjfr1474. T ampa. Fla, 33514. 

. A'erap; playei oF higti scriool age requirts 
cppc'iirnis FTf in P-Bliif IJ-Day, S<!ran. 1914. 
AK. Fail learner: can learn otheis Eric Biown. 
4920 M.W. S2rd St. 739,1518. Tamarac. Fla. 
3J3I3, 



Wi* to buy 'BWisreh or U-Boal send price plus 

poslaae and CunditiOll good condition only, also 
PBM opponent foi Midway.. Jack Milehell, I5D0 

Bellrmtade Dr.. Marietta. Georgia, 3001,1), 



VHV. 


s.er..: F-r.,n 


•x 40, 


B-Krieg, P-Blili 


1 arc 


Midw 


ay, W-loo, AK 


, Bofb. 


of FTF all AH 


jiamts. 


i.. 


04k«, 443? 


tdgti! 


lCHt. 342-3751. 


Boise, 


Idaho 


. 93704, 








Nitvite player of i 


.■■1 eve 


.;;:.' need V 1 I 


ji.I ■■■ 



Sports game tuffs in I tie Baltimore vitinily arc 
invited to join the AH sports leat,ur. A lnup 
which includes the ■ i. ■ si. ■■:•: r- of Football and 
tt;;ii'iili Slupeey l.i.imi.c' ' ireei"ii'ii..l 4 itruni. 
bury Dr.. Apl IC. Reislerstown. Md. 2 1136. 
M.3-SB4J . 



playing Blii/ & I Q 4C. Not stupid, merely 
utcKpetieacnl, kwiston, Claikston Area, fieorg r 
Marlty, I41ti Warner. 746-3230. Lcwiilon. tdJ. 
83 MM, 

il. I..IUI/.T mil s sli .my i'.K)l who daics play nte 

in ISdO situation ] foi jjc-jinan J wid situation 6 for 
■Utcd wjih me as gcrmans , John Bngge. o2 
Wmilriwsh Lane. 112-381-3931, Harrington Hilk. 

III . 60010. ^__^_ 

Avefj'jte pEjs-er of Jr. U.S. age! need lace in fate or 
play by mail opponirtils of most ah. ponies-, Ron 
Clum&. Itdfrrjin Sr. 3 2V-Q3S. Di itien. III. rifJS .S9, 
Ui-js-iii. ir..uk-r:il.i-il il.50. itrld lirsl tsvo- choices or 

varialion and first two- ctioice5 ol game type, war 
books foi »k cbtap. send stamp for tiK. Lane G. 
Mannrllo ■alb Market St. 75&-5J53. DeKalb, III 
6431 15- 



OPPONENTS WANTED 



Traveling to Okn> ,iud New Viirl., M>74. summer. 
■for tonyenlions and i netd ground to sJccp on will 
play or pay you! FTF aiound? Paul De Volpi, 603, 
i ,-.■: ii-.n:- . -i:. n.4 t>- hMe. in,:'., k raj';; 
WiTl'sell [014. BlitiKreig, D-Day, Aikio, highest 
bid 3, week? oner 1 get my general, am looking for 
i club ueai m* , Erie Kjjcbjtw, 3840 Crcstwood. 
273-Alj jj Nort h broati. If), ftJOt.;. 
Foi sale Aitzio. Biimark. Lurtwaffc, will PBM 
franc* SPflO, avefagc player, adult age,. Reed 
Dunlsp, 32S, North Kidgeland. JB3-5037. Oak 

Park, 111,. 6030 2 . 

Au-i.ijar Adult pluyei wisiies PBM oppanenls (or 
B-Klitfl. D-Day. S-Grad. will lirnish all games. Jor.n 
J. Bi'tw, 417 W. Madison. 463-9140, Paris. III. 

61 944, 

Will FTF, anyifirng am alt full far PBM seek to 
collect Bloammlori, Am™, Wtigaming to form u 
player "pool" already have ahoiit 1 1 on list. Eric 
Brewei, 4043 Morning cede Dr., 332-S56I. 

rilimininitl ihn.. Ind, .42401. - 

fr;rd« P-Hlil; for An(io jame musi be jn ^cod 
shape P-Blit^ El unused also looking for Jutland or 
Midway foj" sale F pay all postage. Gjjry Wilsrjn. Rt. 
1 Boa 15- AA, 4 89-548 2 . Hajtfsc.wn. Iral , 47lJ(\ 
Seek FTF in Blitz, Bulge, Gudit. &nC UR Will 
trade faHaD for good midway, wish to sell txthail 
Stalingrad SS.OfJ any CJUbt In area!, Rojjer Cains, 
162S, Fat lutbourln. 7B7.J3657. Indianapolis. In., 
" 46227. 



?HM Opponenls wanted for KrLegspirl. Buljjc. 
Geilyshurg. ft-Krieg. College age and older., Matk 
E. McBridg, Ir. N. 37th M.. Terre Flavte. hd-itiu, 
47803 

Will i-Ti- any .ji'iuy^M gamci). college age or over 
only!! anybody at WSU7 -1 svjll buy Anzlo. Ch-ville. 
send price. Ron Nickelson 333 Burns. T5S-I66 1 *. 

Valley Ci-nrer, Jts. tV7347. 

for saltL D-day, 5-erid. A.K. and Sttia of the 
Bijfge, S5.50. good vondiilon, t pay posiajc. Bill 

Ransdell, 6844 GtMB Meadow Oil. 502-895-5352. 

Louisville, Kentucky 40207. 

■VeraiM Warstamer Warning ITF opponents, witling 
to join or tvtn sisrt cluh, Michael Morrii. 35S2 

Clay St. 442-1523, Fad y a h; Ky. 421X11, 

Wsnl'to buy r>Day. Aniio. Bismark F-40, Pblillz 
ajld musl olhtr gajne-s, pay any rensonablr price, 
Brent Blanchctte, 130 Ohio St 723-9630, 
vhlkii.n-kL'l.M.iu-i,- 'M-:^ 

Inteiested in FTF. also PBM both far molt A.H. 
and other games, average player of college age 
(junior) poiiland, s Souinern Mane arcs., jny One 
theie 1 Dan D. Cyr, 83. Ocean Ave. 934-4514. Old 

Orchard Bc-h. Maine. QdtjM. 

Wi.n to stli brand" new L-wafle, highest bid, or 
trade for Rich-War, P-Blili. K-SpM, 8-Krieg., all 
[CllrJ-s jilswcrcd. I pay poslage. David Kempers. 47 
Coul St., S72-75S2 .Wate rvjlle. Maine. D490I. 
Average player of h.s, afz desirina opponent FTF 
only for P-BljU. Luft. France AK, B-Krieg, 
Geilyshurg. Chess and modem Minatures wiil juin 
club, Terry. Griffin. Oyaners, 11 a, 273.5581. 
A.P.C. Maryland. 21005. 

Wanted: Air Empire. Want to self B-Slrategy. Send 
offers an any game to sell. Interested in all wai 
games. Will pay any pnsiage costs. Michael Keller, 
1702 Meadow Couit, Baltimore. Md. 21207 - 

944- 1 1 52, 

FTF opponent wanted foi Rieluhofens wai 
K-Spicl. Will Icam other AH games. Bob Wefea, 
3324 Lyiine Haven Dr.. BallininTv. Md. 21207 - 

&S5-4W3. 

Wi-ipc pljivr ,a . .,!-,:': I::.jIi ie,j L'l fl-kriJa 
France 40 1 , S-giad, D-Day. Will iradr at sell G-bunj. 
in grcar eondilion Ihnirty Swctdlow. S704 Lenox 

Rd.. BellU-jd a. ^td^OOS 4_._2 2 V-Mfi 4. 

(■.^l.ilil-'.i.i Ciiii^iei ("i.il; ivint-. mors uieiikiii- tor 
FTF Warsaincs. John A. Lang. II. 5137 
Homecoming U„ Columhia. Md. 31044. 

73t>4otiS. 

Want In buy Chance Lforsvdle Game. Send Bids. 
Will pay poslage. Will also buy &quandci Stan 
Hooker. 7105 451b Street. Chevy Chase, Md. 

2«l 5 -652-0007. 

fmn Liu 1 ..!-:. ■.:!!_ M.are.ace. Ik.l-- IW Ills.- ,ii 
games. Paul Diet/, 9017 fv|aw»rdaie La.. EllicC-lt 

City. Md. 21043 - 465-6446, 

lixperie.iLed: »J..lr inipinn HSaa Malure FTF 
opponents within MM hour driiipj-limc or 
FndCJiek, Md, Wetkciidsonly. WnlcOiCalk Mack 
Tuck. Rl I. CalOctin View. Ml. Airy. Md. 2IJ7I 

-<30i> 865-5643. 

F.^perl playci id liigli feiwid ;■.%■,- ■:<.\.:, csiiiipelent 
opponenls in Okoii Hill area. Will play just about 
anything. Also looking for club to join. Jack 
Blundell, 9W17 Gl«n Way.Oson Hill, Md. 20022 
2J»4«26 



FTF and PBM pfiyeri uitere-ii.-tl m idniiiip small 
war^iamine jroup. Adnli age. meeting onee per 
month. We would like Io plan organiiled_ 
tournaments. At Bisasky. lIUflSM Tarragon fLA..,' 
Reisterstown. Md, 21 1 36 S33.Qt.4Jt. 
For Sale: Hex Gettysburg: i2Q.OO plus postage. 
Also many baseball franchises still left in the 
greater Balto Area Sports Uagur. 1. 100.00 m pri'e 
money available. Donald Gtemwood. 4 Brookburg 
Dr. Apt lC. fteisterstown, Md, 2I|36 - 
B33-BE43. 

Slanan Intemalitnial. Jul. haa she S.1.CL foi 

professional games, llic A.G.A. ftM amateurs will 
P&M second Galactic War wilfi new rules. The 

unsalable player isn't. Kenneth Buikc. 105 Pond 

Sl..Billieiicri,Ma-i.li H2l t.t».s-2j?fj 

High ScboofGiad - Wn Crame besMner. FTF for 

Midway. P-Day. Goadalcanal, Knegspirl. 
Blitzkrieg, PBM fot Blitzkrieg Or any win game yot] 
Uave. John F. Ditler, 42 Marie Ave,. Everett, Mass 

02149, ' 

Novice player of college age- looking for PBM 
oppCmenls for F^nce 40, Midway, and Luftwaffe. 
Also looking fo buy n guud i«py Bismirk. Terry 
Folsotn. II LeMiiyon AKt. Haverhill. Ma. &IS30. 
Av. pjaycr mid. 20's wants FTP opponeni for 
utmost all A h H' game? also interested in info on 
game Chit* Richard Leahy, IWJO Wasltingloo. 

NcwIbii.Maatt.OiU.h Or.?-04.1l 

FTF eompecition in ihe SpnnBfield. Mass. area. 
Where aie yo-u? Can play or have played all A'H' 
w.irgauies exoepl Amio and Rkhthofun's war. 
John t. E|vsffnrd. d2 Coli.mbin Terr.. Springfield, 

Mass. 01 104 - 733-6840. 

HELP! I ik-jpea-Jtely .iced id tuy an issue of 
VoltDM 9 Nnmbei I of the GcnaraJ, Se-nd your 
pri«* lo fnc. P»ul MatiTiaJI, ISO Fknder St.. 

CTwlfrCw. Mi.4«l IS - 3i3-47;-ij20t.. 

ftyrfceS Awstaaje adttU seeks FTF 1914 (2 or 3 
playarl AmlO Blil/.krieg. Jutland or any other. 
Work afternoons. Witl play mornings or nieJii:,, 
Paul Jesuak. vi:>" W. Outer Dr., Delroit. Mi. 

48219 - 538-0557. __^ 

Chess and moie Chess Looking for opponents In 
PBkl Ctaaa. Answei all letters, Kit hard Medial, 
35074 Lyncastle. Farmington llilli. Mi. 4ra3l4 

1313)477-9410, 

I am average player of high school ape deafnrnt 
opponenls for Batik of the Bulge. Wilt trade' 
games. Please reply |<j: peter Mollnn. RPT 4. 

II 1 1 !»j I e. Mi eii. 4Q293 937.2234 . 

1 2) and mulll-pijiii t IT I- 1 piu-uj. Del roll Area. 

Regularly meeting club; IGHF-MOW. Maturity 
preferred. Write to: (.No pjione calls*. Mike 
Bartnikerttsk., 943 Sttwart. Lincoln Park. Mich. 



OPPONENTS WANTED 

I u-il.l defeat any FTF opponent in L-waffe. 
A-koips, B-mark, I will atso PBM bul I don't own 
any kits. Matt Shields, S24<)3 Pappy Lane, 
H-em-stTMith 4SQfjJ - ^,3-731-2628. 
Average pSyw of high school ssc sccfcins FTF 
opponents TOt mps! AH panic*, Gerald Ross. 2433 
R oaDr..Sc bcwains, Mich. 4M759 - 9»J-2<4B 
Waoteil ITT players „1 iCS' a.i!.- ' "f."i- I lift. K ,-f 
fl., AK, D-Day. F-40. 1914. W-Loo. Bl [z any 
clubs atound here? Gary Behneji. SI If, Moms Rd.. 

Bloom., Minn. 55437 - Ji3l-ctj57. 

Wanted: Reliable PBM opponent (aged I7-I9)wju) 
KNOWS rutel and is fairly experienced. Will play 
Afrika Korps (kit). D-Day (kit>. Panz?r&liii (no 

kit), and Guada lac anal tnokltl. kur| Hunter, 1509 
Concord, Cloo.»er, Minn 55720 - (21 1) tt79-tt.353. 
PBM of FTF ave. player for ave. player. Have 
D-Day, P-B, Anzirj. S^rad. jflO-It Al» ChfK. All 
Idlers answered promptly. Randy C. Harmelink. 
48 S Wmihrop St, St. Paul. Mil 55119 - (612) 
735-4455. 

ASHcnn™ all \ot(1i Africa suar-ganiers. Hifll SitlOOl 1 
age playet wanting any aged opponent. I am a 
crack beginner hut c*pjihlc or winninpl PBM, Write 
first. Gary Hotn, 6429 Juntas Ave.. SLillwaler. 

Mn. 55QS2 - 1612) 777-65I& 

Adult waigauiei wishes FTF opponents in AH 
games. Also have Napoleonic ACW and World War 

II miniatures. Have all AH games Vernon lay 
Slnnling., Apt. 44. 541 Hooker Jackson. Ms 

39204 -948-0140. 

Will crush, anyone at PBM Gettysburg- Will take 
Robert E. L« and his rebel force?, Wish IO jell 
dighrly usi-d Diplomacy at Moderate price. Da>id 
Deloeiiw, P'O" Bon 13S5, University. MS. 3B677 - 
<6Q|| 234-6B5*. 

PBM opponent wanted in order io get creamed m 
Panierblitr. Slnzkneg Cmodbtwd], and: man 
preferably Fnn« 40. Will ha« , t to buy half of youi 
PBM kit. Gary Mancuso. 6464 Tldewattf, 
Flortssant. Mo. 63033 - |3l4| 355-1344, 
Wanted average hijili whou-l i.'l.iyer. fllita. Luff. 
Bulge hy PBM. Bob Tirrney, No. Sycamoie, Kansas 
City, MO, 64119 -455-OfrSg, 

!• ihere nc .ill upjiositirjli 'ii Giuat Fall s". 1 As.iaei 
Urt Waffe player would like some FTF combal 
Contact Janis Severance P.S.C, IS39 M A.F.B , 

Great Falls, Monl. 59402 

Need FTF opponents for C-hurg. PzBliu. Also 
PBM if you have Ihe PBM kit Interested in buyinj 
Jutland. Any wurgaming clubs in Lincoln? Petet 
JorKensen. 1930 hi. 53id St.. Lincoln. Nb. t35S04 - 
4&6-957L 

iV:ilirij; If l.elp ,3F>r:iiii^ . *r:ir fr muii S «.. i t -ly pn |l|, 

Uneouj, Nthl. area. Intcreslcd parties should 
write, phone or Visit me about this piojecl. All 
welcome. Todd S. Wills. South 19, Apt. 4, Lincoln. 

Mb. nMOZ - 477-.&H0, 

Fairly kooiI pLiyrr \i". : il .:;'pnni'in in my Qiun 
collection of 3! war jan.tes. Some H by Avalon 
Hill Will travel reasonable distance. Rep. Wayne E. 
Helie. 36 Laurel Si. Kec-ne. N.H. - (tJW> 

352-0067. 

Luperl for FTF. t3m, i.niv 3? Delaware art*: 
609-737-9564. Have Anzio. Jutland, U-B0-tl. Nic-e 

Chesa sei to aeli. 1 play many wargaines. all well. 
Richard James Kane. IS!S Longfellov, Di . Cherri 

Hill, N.J.. 03003, OQ9-429-735S. 

SALE! Mint condition Midway, Units still insheel 
S5.50 plus postage. Al Pela. Jr.. 55 Cedar Ave,. 
Highland Park. NJ..0S9Q4 :0l-!«:»-5J M 
\Vi|| f:,.'. >!,.: ..ip::- ;.i Geiieiii 'iiie iiii;uhei 
cond.il.on and price. Also interested in artidles. 
magazines on all table war and sports ^arnes. 
Espeeially AH. Ronald Seamans, UR S. Sliles St.. 

linden, NT 0703& - 201 -682-7380. 

Will pay 54.00 for a xcroiril copy oi 
Cliancellorsville Mapboard Please write first for 
drtaiis Michael Slephrns, Pickwick Apis. C-15, 
Mupie Sriade, SIT 030*2 

Av«a*K ptayfi desires FTF PBM in Luften. AK, 
Piubliti, D-Day. Waterloo Diplomacy and other 
AH games, Frank San Miguel. 1 114 Roberts Are.. 
Mays Undine. N, J.. 08330 - n.25-2744. 

The Rutgers Univ. Strategic Came Sociely is 
looking tor new members, For information 
contact RPO 0356: S.U.S.GS.. Rutgers Univ 

Mew Biunsvvick. N.J.0S9C. 

Average H.S. age player welling FTF and PBM 
opponents lor any AH kind games except F- Blitz 
Can Iraveil 10 mee-l opponents. Answers guaranteed 
Paul Kramer. 233 Carol Road. M. Ptainfierd, N.J. 

070fi3-ta01)75fr487j. 

Novice to average pi.isei de-sinuj l-TF-;'PBM fm 
P-BtiU. Khoft'en's War, B-Krieg. Bulge, D-Day, 
Lwaffe. High school age. Any ttubs out there* 
Stephen Garrilano, 2S1 Grove St., Oradell. H.J-. 

07tiJ9- C2 Q1 H6I-3835). 

Will buy LeMam- it reasonable price. State 
condition, price and your address. Michael Beak. 
4b' Country Ccub Rd. L Somerville, S.J, OHBTfi. 
Money no object Wmii to bus Chaii-vitlt & Cnil 
War. Musi he complete & detent shape. Will trade 
TT-ll lor any one of above. Frank LaBiulo, 105 
Milligan PI.. So. Orange, Mai. 07079 - 

0301 1762-6370 

I s pen en ceil diliili |-l.-i ■.-' . *;.nts . /;., enii:-.. Ill 

i.'ili . l.ii Ail aiuli iiihei canie.s. Inlerested ; Line 

tnfoimal club in aiea BUI Sintty, 77 Aberdeen PI.. 
Woodbefty, N.J. 0B096 - 845-3373 Pe^rc PFJM 
and FTF opponents foi P.bUlr. K.tirg;piel .and 
OlhCf Watiitnes. Also swafl K-speil in CXCEtaD) 

coiidiEion for A-K, Tory Adams. 3T04 Tjo Vivo. 

Alburquerque. KM.. rf7|JJ7 344-0502. _ 
Will sell K-Speil and Geltysh. Asq. Grid both eic 
cond. For SS.0U i'iuIi. Am looking foi Trafalgar. 
Tim Cbrisiensen. 1 111 Waller M.E.. Alburutirrcjuc. 
N. Mcs, 87102 - 242-3176. HAMS! PflAS "PllJ 
by Amateur Radio" 80-6 meters SS3- AM-CW 
G-Buig : R'Wai, Bulge. Lufiwarfe. Alto need good 
complete Bismark. U-Boal. G'Canat. Send 
oondition and price, Paul R. Vasek. H.D, 3, Bos, 38 
Gardiner Rd.. Apalaehin, M V. 13732 62 5-45 2 fci. 
A'l-.'f.iiini- Am willnii; 1 . in [riidc l'Jft ni e-icelh-Jir 
condition for good U-Boat. Anzio or Stock 
Market! Will PBM Fr. 1940. P-Bltli, Riehtie's with 

average H.S. player. Ted South, USDESEA 
S.P.Q..N.V, QO|64. 



Wish to buy old w.irgiiincs sr.d wargime mafj*iine5. 
Sgl. Steve Gill. ODC'SLfXi. HQ. USARF.LIR. WO, 

NV Q94Q3. 

RielilinVn- «sai :re.i,:. i.;ni.e: Will I I'! ai.y \u \.e 
m New Yoik area. Also PBM If possihlc Vou pick 
your side and plane. Thomas Hess. 27 Pine View 
His., Avon , MY. 14414- (7 16) 026-3524 
fJwiee of il.S, site desires opponents for Getty. 
A.K.. D.Dsy, SCrad. FTF only. Jack Sistrunk. 
1550 W«I«WJI, Baldwin. r4,V. 11510 - 

3 J 9-30 ;9. 

ricrttw PffM Seeks avcrale B-KncB pllyCr and 

Movicc Tot C-Canal. D-Day, Bulge. Trade 'tell 
Waierkjo. Midway. BkCOstd. W jn tcd Good Comt- 
any 2lfor trade F40, A-K0rps. G-Burg. S-C>rad 

Richard Sicgel. Cedar Hill Rd., Bedford. N.Y". 

10506- 

Good adult player. 2', wanls- opponenii for FTF 
games only, Stephen Ijiismrcr. 1 2I 1 fi.ilc l'l. 

Bronx, MY. 10463. 

ITF opponents wanted lor ail} of some sin do/en 
games I have. Prefer Mspoleonie and WW II ma 
I'm eipt-rt player of collcee age. Thomas Hilton. 
252 74th St.. Brooklyn, NIY. 11209 - TEtrOBJO. 
Expert Wargamer! Help! i need opponent i ui 
Biooklyn, N.Y, 1 badly ^ani to join waigamcclub 

I own Getrysbure. WatMloO, Piiuwrblill, 1914. 
Jolirt P, Mut. a y, Jr.. 216 Ea* 3S St., Brooklyn. 
N.Y, II234-CL3-709I, 



OPPONENTS WANTED 

Will sell Luflwaffr Came for SS.0Q Or trade for 
Midway or Wateiloo, In ejtcelleni shape. You pay 
postage. Hoberl Kalinowsli. 7 Saratoip SI.. 
Commack.M.Y. 11725 - 543-3537. 



Must have blank and iroop counters from Gettys- 
burg lHe>0. I wjII answer all letlera. May buy out 
tif ilo ck Generals, loliti D'Addano. 35 Greenhush 
gr~Cortlind. NY. 1304 5 - |6Q7)753-Oot4. 
F\pert player of high school age wants FTF 
opponent foi any or 16 AH wai game?. Also wish 
copy of Vol. 2 No. 6 oT General. Wish to buy any 
discount AH Games. Chris Van Schultr, 220 Clay 
Pills Rd., E Norlhpon. MY. I 1731 - 368-4717 
Seeking quality photocopies of Civil War. 
Chancctloisville and Gettysburg [hexl gameboards. 
Will pay all costs. Send estimates to: Howard 
Jaeger, £2-13 77th Ave.. Gtendalc, N.Y. 11227. 

Want » buy Atkio or Jutland for $8.00 or less 
linciudmB postage J, Will mLc best offer. Alb"- t*o 
week* for reply. TheOdo.e Mdler, 158-IS 79th St.. 
EJowird Bt-at- b, N.Y. 11414 B4S-53I2- 
Warll Copy: Midway. Civil War, Formine. FTF 
Chapter. Contact me Play ui'i-si. Mines, don't want 
to play anymore. Please send games to new cluh. 
Hope to see you pay. Stuart Sehoc nbc tgei , 1200 
Washington Ave.. Sunyalbany. Indian, Tuscarara 
102-1. Albany, NY 12222 - 4457-5328 
Wanted copies uf Cjr-.er.U ur A.ir-n.i,,..'. m.^i .a 
books. Wanted out of SIM* wttrftameS- All tatter! 
answered. Name you. price. Eiptcially wanted a 
Trafalgar Game SF/4 Larry L- Host 567-78-7543, 
.J I'll, h! Mdilaiv Folic;-. Kil ri.-itt.i Ikla.l.uicii: 

APO. MY097QI 

AH good PUM players are urged to play me. For 
the pest in Wargammmz Will play anything also 
seek members foi the M.S.5. Contact any lime. 
Esieiurd Mcehiin. li Sherhrnokc Kd.. Lindenhnnl, 
N.Y.I1757 - 1516)884-7866. 



Tea 



wargat 



Help! 



i Manhattan area undci 1 I 
Tut II Bulge. Carl SkulSstli, 
v York. N.Y. - o7j 9222. 



V-,i 






»ho will FTF around 
I Own Origins, PzBliu, Midlway, Bin;, F-40. 
Will buy others. PBM Pr.aiitr.. Haven't played 
much, but really want to' Chris Schmidt. 304 Main 
51., Kos|yn,,N.Y. I P g-Tfc Jb4-i)329. 

Pfayer in mid i«*i.-iiiict n.ck^ i'Ei*1 o^poiteiitv for 
Slalinttrad "ill lipht to the end. Any FTF 
compeiion in Central NV Arty wai game. Larry 
Arnold. R|. 26 Boc 337. Vernon. MY 13476 
.-.!''-:i ■■•. 

l-spen Adult player wants FTF •ippouels for 
Walei Loo. Afrika Kurps. Sialuigrjd amj other AH 
Wargames, Spi4 Howard eJesvhy. Cob Isl EW 
Cabnl latrlb Inf. Foil Bragg. NC 28307 

i 396,27261, 

Ex.pe.nl player ol Inph school aje PBM P-Blit/ will 
answer all mail. Kyle fJolar, 1016 Wimon Ave. 

Akron, Ohio 44320. 

Good player of college age uecks PBM QppcnCDTli 
fot H-Blilf and Chess Will play an tiling b'TF, Fred 
Biokeshovldti, 1707 ketbiii^lo.i. Bellroqk. Oh.o 
45305. 

Waniad: PSM opponents for P-Blili I will play 
entire ganae. Also have a good but non hiitoris 
Njvjl Batik thai I want to referrc Patrick Smith. 

?2I N. Water Si.KenJ. Okie 44240 lo7J-7971J 

W.nKcd l"lfi dicilill'll. .it alii'.'il ML'd fleet and. 
Atisiiuii, Turkish, Bulitanau. Romanian Navies. 
Also Russian Black Seat, Beet foi Jutland Variant. 
Robert Hoinsvcrry. R K Ha. 2. Lewisburg, Ohio 
4S33S(962-22l4r 



'".!:■:.• 






t Wargameis! AttciitLo 
Club 1 , we need you and y/oti need us. Anyone from 
CCBS pleaM nil wc play any war game, Dave 
Ca-nnanc. 1725 Lincoln Way, Massillion. Ohio 

4 4f.4f.tS3 3 - 94681. 

Seek PBM D-Day. ITF M-Way. B-Mark. Avg adult 
player prompt return for PBM. Will take either 
side. Will play any serious opp for fun. Paul F. 
Murray, 876 West Riddle Ave. Ravenna, Ohio 

44;p6t;°6-45vO). 

Wanted- FTF opponents foi P-Blili. Luft, F-40. 
8B, Midway and olhci waiganics will also pbin. 
lames Day. 2540 Schroeder CI.. Toledo Ohio 
43613- !419t-472-7714. 
Keith I ev, is 



Mark Hefty where are you^ Will ihe 
guy who called my house call again, Add last issue 
still stands. Is Ihe OGL dead'. 1 Howard Slump, 149 
Atlantic Si., K.W,, Warren. Ohio 444A3 

(2I6K304-6893, 

Mull have Anrio! want fine condition game with 
all pieces. Win spend KUoiuHe sum. or trade wide 
number of Bumes. Mark CfJwrt 2535 McViy 
Blvd.. W., Worlhitigton. Ohio 430B5 

(&I4FS89- I^S2^ 

PGM t'hesil Yes, I said Chess! The game of Kings 
The King of games! Who'll he Ihe first AH 
opponent to beat me? John David Belien, IV. 3JtJ5'r 
■i>..i.l ft.. 1 n.ulii.lfv.11. OH 4-s| : 
wiiF sell Ihe rollawTi^gahic* to r"ke~h.gbesl hidilCr. 
U-BOal. Verdict II, Uisp* teller and Jutland. No 
piCCi-i ate hlB-siiijl. <:0CjJ eCilJMiOil. Rands WtLsh. 
4fJ4 Country Club Cucle, Midwest City, Okla 

73I|U(J3;-9B75). 

Fortnilli. mfoiiual adult board Barnes cluh in 

piorman area. Puipose: FTP play. Interested? 
Conlael me. All inquiries answered immediately. 
Nathan Mitchell. Box 1305. Gorman, Oklahoma 

73069. 

Attention! Adult warranter seeks adults with 
military jnteresl in war of IKI2. Onieut: Tactical 
game design for miniatures and Alt-style Canadian 
warBameis,. Please wiiie. Roheir Murphy. 1448 
Llniori Stteet. Allenlowu. Pa. 18103. 
The linn ol Pennsyls.ani:! eli.-,|Mer of SICl meets 
every Sunday in Houston Hall on Ihe Penn campus 
at I P.M. Call John Desmond 653-A Dreael Ave.,. 
DrexelHill.Pa. 19026 ■ Zl 5-6?6-l50f. lor mfo 



Jul l*ne1 |9|4. for sale la best ofTar. David A 
Ulley, I 13 W. Broadway. Geltysburt;. Pa. I732S 

H J ^l 334-26o4. 

Will buy Old. complete A. II. games. Can't pay over 
57.QO for any game (including postagel. Thank 
You. Anthony Fiorito, 381 Old Fort Rd., Kingol" 

Prussia, Pa, i940ri. 

Ate there net German Commanders left for 
Slalingrad. Looking for German AK Contcderate 
Gettysburg and Jap Guadalcanal PBM also. 
Guaranteed reply! Lawrence Cohn, No. Penn 
Crossing G-23 Unsdale, Pa. 19446 - 1215") 

366-B)JI5, 

College age average player desires FTF anJ- PBM 
opponents in Piltsburgh area BlilJt AK or Tac II. 
Will sell 1914 and buy?? Hicri Tfaeger. Jl|5 
Sotuhcrn D i.. Library. Pa. 15 129 - S35-3IH9. 
Ave ngt JnS w^rtKLmer deaires PBM in JtOHEpiS, 
and Luftwaffe tuffwaflV oppgneni must supply 
PflM sheets. Game II Xnegspiel, A«danced 
Luflwaffe. Michael Wcule. 13 Shirley Rd. 

NatbeJIh. Pa. 1907 2 - MO4-7087. 

Adult playti would like to meet other players m 
Beaver County area lor possible war game club. 
Call after a PW.and ask for Jim James MoGowan, 
R D 3 Sunflower Rd. New Srighron, Pa. 15066 - 
8.43-27 Sfi, 



Diipiiiu-:,!. warned for 
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Vcr.w- pliicui .ii ..'c-!ki:c .i^C delimit: 4>|ipoiiCiilF 
for A.K., FTF or PBM. Michael W, Ziegler. 4325 
Loring St..Ph.lu.. Pa. 19 136. 



OPPONENTS WANTED 

Adult player of average skill deiints FTF 
opponents for M-Way, G-Burg, W-Loo. Tsetici A 

other games, including KrabNe. Brttct Allan 
Brinser, 406 Meadowview La., Pftoenix^ille. Penn. 

!9460 - 2I2-93S-I693, 

Expert pla.yer of college aiic wishing PBM 

Opponents (Or Bli(2. Mo nucleai or wealher. You 
pick sides. Still unbeaten. Are there any champions 
among you* John A. Durkin, 5949 Alder St., 

Pittsburgh, Fa. 15232 - 3*2-3418. • 

Average player of lr. Hi. School age desires PfF en 
PBM rapponent foi Fr 40, Midway. P-Bliti, D-Day, 

KSpid. iGulf. Have no PBM kits, Mark 
Matuschak, IS Connor St., Lbiioriown. Pa. 15401 

-4i;-437-79Q1. 

]le.;.:T.!te: Vc.u I I 1- -j.ipr.pn-n! l':=r fiinft DK.nct, 
K Spiel. G-CatllL Would like IO buy secondhand 

Waierloo, Pamcr Blitz. A-Koips. AltMit F Hyman. 
2319 Myotic Dr.. East. Beaufort. S.C. 29902 - 
524-B675. Any wargamerj in CharlcMon area are 
Invited IO FTF play Of any games., Miniatures 
(liaval StAPOWtR, and I have a Seven Yeais Wai 
army! too. Stephen P. Hetchak. l639Canty Lane. 

Charleston, S.C. 29407 - 766-3909. 

Trade Kriegspiel for Midway and Stalingrad, all 
eicellarit and complete. You pay postage Need 
FTF opponents foi Panierbln?, Luftwaffe, Origins, 
France 40 and Guadalcanal. Dale Smoak, 4213 
Hai.ma ft.. Cclisiiil a.i. S.< . _ ,L *3ita. ^"-.- , I 
Faiafil and McNevin have no fear! Are there 
others'.' PBM or FTF R-War, Midway, Flint**), 
others. Would also like to foim cluh in jrea. Jim 
Burnett, £.12 Ciettwood. Clinton. T«, 377J6 - 
161 5)457-0685. 

Meed opponents for any land war game, Call 
227-7006 or 327-8220. Roberl J Clifford. Ill, 

J 43.3-B Nor»el, Nashville. Tentt. 372 L6. 

FTF opponents wanted io: B firiej:. Cieityslrarc 
Walerloo. C. M. Major. P.O. Box 304, Waveily. Tn. 
371J35- i9fr49ia 

Many aH »mcs for aaie. Met james £3.66. yVill 
liade for Nevada casino dice, cards oi miniature 
stol ma-chines. Send game warn list. Robert 
Olimski. 3SQ4 Quilt f|.. El Paso, Texas 79904 • 

75I-33H, 

Average player of hiph school jee seek;- FTF lot 
matt AH garnet Arn/ cklbt lit Memotia.i aiea' Matt 
Coffey. 11015 Tayloreicst. Houston. Tenas 77024' 

■ 464-2 1 &2. ; 

For Sale: aK, D-Day, G4Jurt Wateiloo. Feudal, 
55,00 itdt. PoUa&c paid. James McMillan. 5901 
Glenmoni ,30 . Hoo-iinii. lc;si-.7;fi.1t . - 661-9376. 
Will trade unopened Diplm. for AH games or 
olhers. Need FTP opponent on most any warjame. 
Prel undet IS. Guy Gulhon. 2B0O Wauban Dr.. 

Marshall, Tcitas 75670 - 93S-385B 

Hiuh sriiool aee plaier wants serious uppciner.t. 
Would like to ioin club in area. Is anyone plan nine 
a Hou. Con.,' Grant Cist, 18603 Carriage Ct.. 
■C.,-..i.i Bay. Vl.-Miscnii I i-vr. 7-rj?S .Vi .'-44HF: 
lli--.peiai.-ly ticed ITI- oppoiinits fo. AK, D.Day. 
B-B, Bistnark Will PBM AK B.smark E have lit fe-r 

latter, Also seek members for Southern Warranters 
Club, Ross Callander. 2601 Esther, Pasadena. 
Texas 77502 - 4??- 1 606. 

H.5 age op>>oiiepit wanted for I if F-40. .P-B I it/, ii 
Otben, or youts. Will trade my Origins, 'tiO, C-Burt 
tor R-War, Midway Keith Gross. 4002 Honey 
i Mi:-. >.■,!■.■ ..-;.. I.:,.,-. — ■■■:•■', -n ■-.:;>, 
Need npponenl ITF Wateiloo, Midway, Sulingiail. 
Africa Korps No PBM but willing to buy so-rne if 
needed. P.S. Have Blitikieg also bul new at ir. 
Scott Brigham, 3405 Granada Si.. Alexandria. Va, 

22309 - 7ar>4g9e . 

Wanted adult FTF players fot P.BliU, B-Wai. AK. 
France 40 Also PBM opponenls wanted All letters 

answered promptly, All games played to finish, 

Jack Cameron. 7264 Fan-child Dr. , Alexandria, 
Va. 22306 - 7b5-2756. 

Luperienced player desiring FTF opponents for 
any AH game, Steve Lichtenberg. 1201 &. Court- 
house Rd,, Arlington. Va, 323Q4 - gggjg aj 
Willing to play any FTF perjetn in almost e»eiy AH 
game. In other words 1 lube tostf my opponenls 
lace when I DESTROY Nl-Vt 1 Danny WilaOn, S133 
Tjoral 1st.. Arlington. Vji. 2320? S2B-I7ai. 
Average adult player desires PBM opponents for 
France 40, Bulge, Cctnal, and Midway. Any clubs 
in Roanoke area or VPS7 John Garrett. I0S Oak 
For rat, R l. 2. BliK'k'kiiia. V a. .'4060 5S2-EI97. 
Lurx'Jt adult seeks' allied PBM opponenls for 
jrVfUiti, Fi,.4p and olher games. Interested in 
Variants. Will buy. sell or trade AH games. Dean 
MHIei.SXll DuvallSl., Fairf.n.Va. 2203 0. 
Will PBM W-Loo. Bulge, AK. S'Giad. B-Krieg. Will 
FTF SB jppvi- plus Anzio. ; ut land. P-Blils, Gregory 
U. Tully. 1020 Wtlhani SI. Fredericksburg, Va. 
" 22401 - 7 C3-J7I-CJIUC. 

Easier tiieliu-.il' "ill liuniiliati n .! ..i; ::, PtSM 

iljje ttaotitcj, S-Grad, Pi-Shl? also FTF all AH 
tames. Is Voylovieh scared of Hta»cy Lockwood 
boll and me 1 Stuart Swilley, 16 Lakcshore Dr.. 
Newport News, Va, 23602 - 303-974-4221. 
|W„I F-BM - Fl h hi. 40. B Ol B. l^burg. P-BLbL 
jSlcphcn Neaaftd. 32909 5!sl Ave,. So.. Auburn. 

W 98002 - 939-3763. 

Average player seeks PBM ■ FTF opponenl in 
b-Krleg. G-Canat. D-Day. Will learn others Hope io 
[find aiea war game club. Ken Hammerquist. 22429 
bSOlh W„ Edmonds. Wash. 9S020 206-776-5676. 
Please send all rule clarifications lot Bliti, 
including old Generals. Also suggestions. PBM 
Wit'. Fr. 40, 1914, Aruio w^ieps. FTF U, of 
Wash, area, anything, Richard Mercer 5233 ;0lfi 
Ave. NF, S eattle. Wash. QKI Q5 - i:2-l2l7. 
jFTF: Guadalcanal, PBlin, France '40. I C »I4. 
Jutland. Pray tester with ideas needed. Mike Mycts, 
50UI* 15 ill Ml'-;. Seattle V.'jt||iii 6 t.,ii 9HICi, 
Sig Hiel lo^aHloiin Frcdm^h Libbys. Willing to 
iday Stalingrad or FtiffiB FTF *ilh anyone wilh 
thai nam;. They muat also live in LaJolla Adolf 
Selunil dinger, 70th Ave., St! Seallle. Wash 9SU40 

■ 232-6159 , 

FTF a, PBM B of B. D-Day. G-Cnl,, Midway. 
S-Gfad. 1914 Or olher games that you or I have 
jCatlt travel tOC far (.also have outdoor Survival) 
■Sieve Hooper, W, 3 I 35 Cordon. Spokane. Wash 

99205 32B-269I 

Midway game in NEW condition. NEVER played. 
Counters have nut even been punched out. $5-9& 
ppd. Harvey Harmon. I&07 U(h St.. Nitro. W. Va. 

2J 143 - 304-7S5-245I, 

Will pay feJut ruble prus for G-Caml and Anaio. 
Send price and eondition ot ' jjame. tames L Cole. 
:i.'h Vr-lh I"- in Win-cling. W. Va. 2 600]... 
PlOVice player desiring FTF in France '40. P-Blit!. 
Midway. W-Loo. AK. Also PBM Ak eilber side. Do 

■ ■ '■ .. - 
IS3S34 - 8S4 -H 0O4 
Will I fl P-Hln/. K Spiel. li-Kriee. Hal w,l; r ,l Jt 
anylhiiig else. Average player in hjgli KBOOl. 
Richard Chase. J23? Shoiewood Dr.. Oslikosh, 

Wis. .14901 233 2199 

Vicious watrioi seeking PBM opponents;. Ofijecr 
.Wholesale slauelttet For P-blitr. 3litz-K G-eanal. 
1914. W-loo. fTday Have no PBM kits, toocheap 
'Peter Fraser. 65 Howell Ave,, Saskatoon, 

Sasla telle wan. Canada 3 .8 2-8348. 

3 ti-nal jiiiiirs Tl.i yli- Mud eondilion Best olk-i 
Licccpted Witl wail until Jaimaiy for OcTJtf), All 
OtTtrs w.JI b.- angered rapidly. Jean Jodotn. 565 
hntnt. St. Lanre.it. i'. O, Canada 33Q - T44-0&06. 
Heir wanted. Any Futopcari wartimes. FTF 
oppouenis for AH games. Good Adult Player 
'Martin Reed. 5 rue Cuvier, Veruiont-Fd, Frailit 
03000. 



THE GENERAL 

READER BUYER'S GUIDE 



TITLE; MIDWAY PRICE: $7.00; 

1942 SHIP TO SHIP NAVAL BATTLE 



IWSTRUCTIONS: Rate all categories by placing a 
number ranging from 1 through 9 in the ap- 
propriate spaces to the right (1 equating excel 
lent; 5-average; and 9 terrible). EXCEPTION: 
Rate item No. 10 in terms of minutes necessary 
to play game as recorded in 10-minute incre- 
ments. EXAMPLE: If you've found that it takes 
two and a half hours to play FRANCE t940, you 
would give it a GAME LENGTH rating of "15." 
Participate in these reviews only if you are 
familiar with the game in question. 

1. Physical Quality — 

2. Mapboard 

3. Components — 

4. Ease of Understanding 

5. Completeness of Rules 

6. Play Balance — 

7. Realism 

8. Excitement Level — 

9. Overall Value - — 

10. Gane Length — 

The review sheet may be cut out, photocopied, 
or merely drawn on a separate sheet of paper. 
Mail it to our 4517 Harford Road address with 
your contest entry or opponents wanted ad. Marie 
such correspondence to the attention of the R St 
D Department. 

Game to he reviewed next: 



• 



Nov-Dec 1973 



CTsS £TNJ 




Opponents 
Wanted 



We're experiencing growing pains. More subscribers means more Want Ads. We fust don't have the space 
for every subscriber to wax rhetorical as in the past. To make it easier, and more meaningful for all 
concerned, we introduce the Mini-ad. 



1} Print your city and state in Box A above. 

2) Insert copy where required on lines provided, 

3) Print your name and address where indicated. 

Want-ads will be accepted only when printed ?n this form. 



NAME (in all caps). 
STREET 



PHONE 



CITY. 



STATE 



ZIP 



c 



i 



o 




im 



TEST 




SITUATION: late stages of a bitterly fought 
Tournament level Blitzkrieg game. While most of 
the fighting still rages in the center mapboard, 
the Blue. player has opted for a quick sea-borne 
thrust at Red Capital in an effort to knock out 
Red supply and reinforcement capacity. The 
j requirements of having to keep a strong beach- 
head defensive perimeter and enemy resistance on 
the initial assault dictated that only a 3-1 attack 
could be mustered against BBB-54. That attack 
was only partially successful, As the Red player, 
YOU must intitiate a move that will restore the 
situation (or even turn the tide) under the 
following Constraints: Due to heavy fighting in 
the north, you can call on no air power or 
additional land reinforcements. However, amphib- 
ious forces in sea zone 'D' consisting of six 
infantry divisions and two Breakthrough Artillery 
divisions are at your disposal. You cannot afford 
to ignore this invasion, although giving up terri- 
tory temporarily would not be a major set back. 
Yet, any troops committed to the front drain 
already-low manpower resources for the major 
battle in the north. As the Red player, which one 
of the five following options would you follow? 

A. Contain the invasion with a light screen 
while landing the forces 'at sea 1 at NN48 
and/or RRR54 to mount a strong counter- 
offensive next turn. 

B. Don't screen - defend the cities with 
available forces while awaiting the counter- 
offensive next turn. 

C. Invade the beaches in an effort to destroy 
the heart of the invasion; the Blue Marine 
divisions. 

D. Invade the beaches but attack as many 
enemy units as possible since retreats (if 
attacks are properly executed) won't hurt the 



Red position and victories mean destruction of 
surrounded Blue units. 

E, None of the above, correct solution indi- 
cated on diagram. 

To enter contest No. 58, indicate which option 
you follow and indicate the final position of 
units on the diagram via this code: '1'= 1-4 or 
!-6, "2 1 = 2-4 or 2-6, *4" ■ 4-4 or 4-6, *8' = 8-4-4. 
Indicate any combat on the battle chart. NOTE: 
only those units that appear in the contest 
diagram are available to the Red player. 



ATTACK! NC 
UNITS 


DEFENDING 
UNITS 


BATTLE 
ORDER 


ODDS 


























- 

































Titles of Best Articles: 



ADDRESS _ 
CITY 



